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TO THE EXTREME IN THE ROLLING REVOLUTION. .@. 
ae 3 | The setting: Tokyo. The year: 2024. 


' Transportation mode: rocket-powered skates. 
JSRF: Jet Set Radio Future is all about extremes. Extreme 
i Extreme action. Extreme style. Just choose a 

and plunge into living, breathing cities teeming 
ities and danger. Enter a world where freedom 
ty and freedom of expression even 
al gangs, crooked cops and a sini 
stop. Are you ready for are 













POLL 


ag aa 


0x Logos are either registered trademarks or trader icrosoft Corporation in the U.S. and/or in offer ies and are used under license from Microsoft. 
SEGA is a registered trademark of SEGA CORPORATION. SEGA and JSRF-jet Set Radio Future are registered trademarks or trademarks of Sega Corporation and its affiliates. ©2001 SEGA 
CORPORATION. All Rights Reserved. Dalby and the double-0 symbol are trademarks of Dolby Laboratories. 





saway| sanseBbns 
J21YdSI|A] DWUOD 


‘apa nw ot ‘Buisiey- Th uzequed Suzopng 
i 





bn BY 


BEAUTIFUL BUT BRASH BETTY 
BAD IS THE MOST EFFECTIVE 
AND SOUGHT-AFTER BOUNTY 
HUNTER IN THE GALAXY... 


CHECK HER OUT AT ies 
WWW .CAMEPRO.COM 


YOUNG SOccER STARS! 


YOUNG WRITERS! 


THESE PAGES ARE JUST FOR 


poor? 


Learn some great soccor dills to practice at 


home 


Moot one of our famous authors or soccer 


players? 


OF send us your best poom and win 9 great 


prize? 


GamePro is _ 


a 


Visiontek 

















Soccer and writing aren’t nor- 
mally thought of as a typical 
alliance. But America Scores 
uses this exact combination 
to encourage teamwork 
and creative writing among 
young people across the 
nation. America Scores’ 
goal is to strengthen urban 
school communities using 
this unusual partnership. To 


learn more about this rapidly 


growing organization, check 
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Antre-Agassi Okay, let’s face it. You’re never. going to feel the ; 
aReKdeal grass of Wimbledon under your feet. But you can i u 
Patrick Rafter do the next best thing by firing up Smashcourt , q 
Martina Hingis Tennis and feeling the shag of your living room \ i 
Lindsay Davenport pee 4 
Monica Seles Carpet. Same pros. Same big-time tournaments, a 
Anna Kournikova But watch out for rug burn. 
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With Sonic Adventure 2:Battle connect 
your Game Boy® Advance to your 


Nintendo GameCube™ and take 


your Chao on the road. 
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Screen shots taken from PC gameplay. 
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48 Virtua Fight Club 
Okay, it’s official. Sega is making its big-time 
move into the PlayStation 2 arena by finally 
unleashing Virtua Fighter 4, the company’s 
star-quality fighting game. See how the VF 
martial artists are preparing to make the jump. 


52 Toy Story 


How do video 


game characters : 
become action j 
figures? Here's an 4 

inside look at the oo 
process of transforming . 3 
your favorite onscreen 


personalities into articu- = 


lated desktop compadres. e 








1¢) 
Motor City is a great place to visit, and 
after reading our starter ProStrategy 
Guide, you'll want to live there! Here's 
everything you need to know to heat 
up your first hot-rod. 


(PlayStation 2) 
Maximo is loaded with secret areas and hidden treasures. To best this 
homage to Ghosts ’N Goblins, you have to uncover every item, find 
every treasure, and beat every boss. Here’s how to do it. 


CONE VAULT 


Max Payne (PS2, Xbox), Dave Mirra Freestyle BMX 2 (GameCube, Xbox), \ 
Tony Hawk's Pro Skater 3 (PlayStation, GameCube), and Star Wars: Obi- 
Wan (Xbox) get the Code Vault treatment but, of course, there’s more! 





Cover art courtesy of JoyRide Studios and Sega of America 
Photography by Michele Thomas 
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MEMORY GARD 
GAMECUBE 


STAR PAD 
GAMECUBE 
—s 
PULL OFF A RODEO 900° FROM THE COUGH WITH THE 10-FOOT CABLE ON THE NEW STAR PAD. 
THEN PROVE YOU DID IT TO YOUR FRIENDS ON THE 59-BLOCK MEMORY CARD, COMPLETE 
WITH CARRYING CASE TO PROTEGT YOUR BEST GAME PLAY. BOTH AVAILABLE NOW FOR GAMECUBE. 
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GAMING 


STAR PAD IS A TRADEMARK OF NYKO TECHNOLOGIES, INC. GAMECUBE™ IS A TRADEMARK OF NINTENDO. 
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bey} Star Wars Jedi Knight Il: Outcast...the title says it all about your next 
foray with the Force. But you'll also get a first-hand look at Global 
Ops, Spring Break, Prisoner of War, Freedom Force, and more! 


Super Mario World: Super Mario Advance 2, Zone of the Enders, and 
King of Fighters make some major moves for the GBA. Coming soon 


are Motocross Maniacs Advance and Guilty Gear X Advance! — por 
Super Mario Advance 2! Page 64. 







1 1 0 Get ready for big-time hoops with NBA Street (GameCube), NBA 
2K2 (Xbox), and NBA Inside Drive 2002 (Xbox). Then come out 
fighting with Knockout Kings 2002 (Xbox, PS2). 


120 The PlayStation 2 performs a one-two RPG punch with Xenosaga, a 
challenging and massive space epic, and King’s Field: The Ancient City, 
the next installment in this long-standing fantasy adventure series. 





Xenosaga! Page 120. 
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Join Manny the Mammoth and Sid the Sloth in a quest to keep baby 
Roshan safe from chilling dangers. Prepare for brain-freezing puzzles, 
ice-cold enemies, and an avalanche of fun in this supercool adventure! 
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We’ve been hard at work in the off-season improving our game. 
The payoff - High Heat™ Major League Baseball® 2003 is a quantum leap forward in graphics and animation. Player 
movement looks fluid and life-like. There are seven new gameplay modes and highly realistic audio. And we were already 
rated the #1 baseball videogame hy numerous sources, including GamePro and the Official PlayStation Magazine. 


* Newly enriched audio with hecklers, vendors and dynamic stadium announcers. 


* New gameplay modes include Home Run Derby™, Fantasy Draft, Batting Practice, 
Stand Alone Playoffs, Create A Player, Player Editor and Two On Two Showdown™. 


* New action includes a superjump at the wall to snag homers, and tons of player celebrations and frustrations. 
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“High Heat (PS2) has risen above and is now 
the best baseball game on the market.” 
— Official PlayStation Magazine May 2001 





“High Heat Hits Grand Slamwith PS2 Debut.” 






— GamePro May 2001 ( | GHH AT 
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REAL. BASEBALL. 
CATCH THE ACTION AT: WWW.Highheat.com = seein League Basa nh nal 
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VF4 and GamePro 
Action Figures, too! 


The accounting’s done, and the num- 
bers are gradually surfacing following 
the big holiday console showdown of 
2001. The big winner is...you! By all 
accounts in a year when economic 
counters were down, down, down, 
video games and video game systems 
were two of the few bright spots. 

Microsoft reported 1.5 million 
Xboxes sold by the end of 2001, and 
it has already targeted 4 million Xs to 
be sold by the end of June. Not to be 
outdone, Nintendo says it unleashed 
1.3 million GameCubes into the pop- 
ulation. And, of course, the big gorilla 
remains Sony, reporting a whopping 
total of 8 million PS2s sold in North 
America...and growing. 

That's all great news for game 
players and game makers alike. So 
look who's poised to make a multi- 
platform move in 2002...Sega! The 
company officially said “sayonara” to 
the Dreamcast in last month's issue 
of GamePro, and we say “wow!” to 
Virtua Fighter 4 for the PlayStation 2 
this issue. In its quest to reinvent it- 
self, Sega is moving forward behind 
one of its biggest guns. Virtua Fighter 
4 looks like a great evolutionary step 
inthe classic line. Will it be the herald 
for a'return of the fighting game to 
the forefront of video games? 

But Sega isn’t the only one making 
some moves. GamePro indulges in a 
teeny bit of shameless self-promotion 
this issue with an insider's look at the 
making of action figures for video game 
characters. Could your favorite ‘Pros 
be among the hottest collectibles of 
the year? Couldst be! 

So far, things are looking good in 
2002. Stick around because it’s going 
to be fun! 


The GamePros 
San Francisco, CA 
letters@gamepro.com 
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Pm a younger gamer who loves horror games like 
the Resident Evil series. | have only one problem. My 
parents won't let me play Mature games, and all the 
horror games out now are rated Mature. Is there 
any way I can convince my parents to allow me to 
play Mature games? Why can’t any good horror 
games be rated Teen? 

> Bryan Jefferson—Via Internet 


If the letters received for the Head2Head section of 
GamePro are any gauge, you are not alone in your 
dilemma. The truth is, however, that only your parents 
can decide what games are appropriate for your house- 
hold. It’s their job to look out for your best interests as 
they see fit, and if they feel that a game is too scary or 
violent or gory or whatever, then you kind of have to 
respect that until you're paying your own rent and 
making your own life decisions. Until then, of course, 
all you can do is discuss this with them and offer them 
good reasons why you should be allowed to play those 
games—and maybe give them some examples of other 
ways you've been mature in similar situations or with 
other movies/shows/games. Ultimately, it’s their call, but 
you can plead your case with some good ideas. It never 
hurts to talk about it. 


The Final Fantasy 
series for the Play- 
Station has always 
been my favorite. 
However, as the 
time comes to buy 
a new system, my 
mind has shifted 
over to the Xbox 
rather than the 
PlayStation 2. The 
reason for this is 
simply the power 
that the Xbox has in many categories over the PS2. 
However, I’m wondering: Is SquareSoft going to 
start making games for the Xbox, particularly Final 
Fantasy games? 

> Justin Wells—Paris, KY 





Editor's (HEAD~ HEAD 


Will Final Fantasy appear for the Xbox? How about the 
N64? Dreamcast? GameCube? Seems like everybody 
loves FF games and everybody wants them for their 
favorite system (we know because they keep writing in). 
But so far, Square has not announced any plans to move 
the series away from Sony platforms. For one, there's 
still bad blood between Nintendo and Square from years 
ago: Nintendo took Square's decision to develop for the 
PlayStation rather than the N64 as a major insult, and 
the lines of communication have been cut off for some 
time now. Meanwhile, Sony just invested major money in 
Square (see ProNews, February), and while that doesn’t 
guarantee PS2 exclusive titles, the chances are looking 
slimmer and slimmer for multiplatform Final Fantasies. 























Okay, another Christmas has gone by, 
and yet again | don’t have a PS2. Why? 
Because of the $300 price tag. What 
happened to the long-gone-but- 
not-forgotten $100 price tag?! It 
hasn’t been seen since the Sega 
Genesis and the Super Nintendo. 
Yeah, some people buy new sys- 
tems at high prices, but why? 
Because they have a job. What 
about us young gamers who 
still attend junior high? Micro- 
soft, Nintendo, and Sony should 
keep us in mind when determining 
price tags for their systems. Maybe 
Sony could create a PlayStation 2 
without DVD capabilities and a CD 
player, and sell it for $100. 

> WWF _Freak_GN-Via Internet 


Bear in mind that, aside from the Game 
Boy and the Game Boy Advance, game 


get there eventually, over time, as parts get cheaper and 
the machine sells well. The Sega Genesis sold for $189 
when it appeared in 1989; the Super NES debuted at 
$199 in 1991 (same as the Game- 
Cube). Heck, even the granddaddy 
of modern consoles, the Atari 
2600, sold for over $300 when it 
debuted in 1977, before its price 
dropped to just $49 in the early 
1980s. You want it cheap? You're 
gonna have to be patient. Oh, 
and Sony already makes a game 
machine without DVD capabili- 
ties that sells for $100...maybe 
you've heard of it? 


1 have been seeing a lot of problems with games 
when it comes to discovering secrets that weren't 
supposed to be available when you play. Well, not 
quite secrets—more like glitches. For example, ! was 
playing Legacy of Kain, and | was just about to slash 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


the troublemaker 


He likes it sour 


MONSteR WeDGIE SOUr. 


SweeT On YOU. 


We wanted them to be Life Savers. 
They don’t care what we want. 








a guy when somehow my arms just got stuck 
in mid-air and | was completely disabled. The 
demon guy | was about to hack-n-slash got 
about 500,000 free shots at me. WHAT'S UP 
WIT DAT? Then when | was playing Mario 
Kart with my friend, he drove straight into a 
wall and fell down somewhere. That froze the 
game! WHAT’S UP WIT DAT? When | was play- 
ing Driver, a cop hit me dead-on and | flew 
so high | landed on a building-the car was 
spinning wildly and the graphics were being 
mutilated. Then the most recent problem 


appeared as my 
friend was play- 
ing Tony Hawk’s 
Pro Skater—he 
jumped over a 
fence and could 
not get back. He 
was “stuck” in- 

i side the graphics! 
' could go on, but 
Vd rather not bug 
you too much. | 
just want to know 
what’s going on 
with game de- 
signers. They 
don’t seem to 

be taking precautions in their programming, 
and I'm afraid one of these days that will de- 
stroy one of my games. 

> Jessie Watson-Via Internet 


Destroy your games? No. Destroy the fun of your 
games? Maybe. Before they're released, games 
spend at least a few weeks in quality assurance 
(QA), and the QA staff's job is basically to try to 
break the game. The testers seek out the bugs 
so they can be fixed before the game hits store 
shelves, but let’s face it: Nobody's perfect. No 
matter how long a game stays in QA and no 


Thousands of ways to make 
your thumbs stronger. 


matter how many game testers check for bugs, 
some will sneak by—and you've found a few. You 
might want to check out www.brokengames.com, 
which archives some of the more egregious er- 
rors in recent gaming memory. 


Something | have noticed lately is that when 
games come out, even the good ones have 
flaws that slipped through the cracks due to 
the slip-ups by game designers. Now when 
you editors review the game, you find all the 
small and big problems and let people know 
about them. What | was wondering was: Why 
don’t you guys get together and make your 
own game? You all seem to know what people 
like and don’t like, so why not? 

> TranceDragon-Via Internet 


An interesting idea, and it’s a career path that 
some journalists choose after they get burned 
out on writing about games. For now, however, 
we here at GamePro are happy offering advice to 
gamers full time and to developers when we have 
the opportunity. Sometimes we get asked how 
we would improve a game that’s in development, 
and we always jump at that chance—but that's 
very different from making our own game. For 
one, our job is way easier; for two, most of our 










Xbox™ &F Games 









SUPER GAMEPRO SMASH BROS. 


game ideas wind up in our annual LamePro par- 
ody feature (watch for it next issue). Plus, if we 
did get together and make our own game, who 
would review it? 


Two unrelated questions for you: The pseudo- 
obscenity “freaking” is all over Max Payne. If 
this game has an ESRB rating of M, which is 
equivalent to a movie’s R rating, why didn’t 
the developers just go ahead and use the 
true “F” word? Also, it seems like you guys 
are always putting down “fanboys” | am hardly 
a “fanboy” (am a 32-year-old Air Defense 
Artillery Officer in the U.S. Army), but it would 
seem that these “fanboys” you are constantly 
tagging on would constitute a large portion 
of your readership, and you should actually 
































be responsive to this population instead of 
ridiculing them. So...why do you do it? 
> David Bolender-Via Internet 


consoles, it has 
largely turned into 
an insult. On our 
Web forums, it’s 
clearly a term for 
a person who is 
loyal to the point 
of ignorance and 
denial about any other 
platform but the one they 
own or plan to own. A fan can 
see that games are fun; a fanboy 
can’t see that any games are fun but 
the ones they personally have in their 
collection. 


Why not full-on “F” words in Max 
Payne? Creative choice, probably. 
Does using the real “F” word 
enhance the gameplay? 
No. You still have all 
the great gun battles, 
gritty environments, 
and bullet-time action 
with or without the 
vulgarity. It wouldn’t 
have hurt to make the 
game for truly mature 
audiences, but arguably, it 
wouldn’t have necessarily 
helped either. And then 
there's fanboys—the other 
“F’ word. It’s a subtle distinc- 
tion: Fans are devoted, while 
fanboys are devoted and nar- 
row minded. It used to be a 
badge of geek honor to be a 
fanboy, a sign that you were 
dedicated and proud of your 
niche interest—but this past 
year, with the launch of new 


your magazine. Your articles are 
always thorough and very in- 
sightful. You seem like very open- 
minded people, so | thought ! 
might share my dilemma with you. 
Pm a 17-year-old African American 
girl, and as you can tell, | like 
video games-not that frilly 
Barbie Goes Shopping stuff, 









For great finds on more video games than 
you can possibly imagine, check out eBay.com. 
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AOL Keyword: eBay 


happy hunting: 


©2002 eBay Inc. Designated trademarks and brands are the property of their respective owners. All items subject to availability 
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HEAD” HEAD 


but the Resident 
Evils and Final 
Fantasies and 
most RPGs 
(or anything 
SquareSoft 
makes). | just 
want to know 
if people are 
aware that “fan- 
boys” aren’t the only 
ones that exist. There are 
plenty of “fangirls? but 
they don’t get counted 
a fraction as much. Pve 
seen a couple of pictures of 
girls in your magazine, but 
they’re all either modeling some 
clothing merchandise or being 
used as propaganda in an “if you 
buy this, the girls will love you” sort of way. I’m 
just trying to say there are girls who read your 
magazine and it hurts to not be included in it 
sometimes. 

> Tiffany Vann-Via Internet 












Well, Tiffany, see the above letter on wanting 
to be considered a female fanboy. The 
good news is that we've rarely met 
female gamers with the negative at- 
tributes that come with the term, 

and it should be noted that “fan” 

is gender neutral. For that matter, 

so is “GamePro,” so feel free to 

think of yourself as one of those. 
That said, we do know we have fe- 
male readers as well as female staffers 
(Miss Spell, Jen X, Yo Mamma, Space 
Queen, Mz. Vixen...). Honestly, though, according 
to our research, our readers are literally 96 percent 


four-eyed_dragon 
danelektro 
major_mike 
miss_spell 
brobuzz 
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pongsifu 
dr.zombie W 
star_dingo i 
airhendrix 
tokyo_drifter i ) p> 
iron_monkey ; 
dunjin_master 
dpad_destroyer 


This is your magazine, so tell 
us what you'd like to see in it. 
Send your letters to: 
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male—so we do skew our coverage to suit that audi- 
ence. However, we absolutely don’t want to alienate 
you or our other female readers, and we do our best to 
walk the fine line of serving our audience and not of- 
fending our audience. 


' keep my mouth shut most of the time. | don’t 
complain about the names of Star Wars movies or 
that Solid Snake has a mullet. But some things, you 
just can’t overlook. | have to dish out several hun- 
dred dollars every time a new system comes out 
just because of this natural urge that | have. Am | 
biased toward any next-gen system in particular? 
Nope. Can | really afford any of them? No. But | 
know I’m going to end up sleeping outside Elec- 
tronics Boutique to get them on their launch days. 
Some people spout opinions on message boards 
or to one another: “The GameCube’s gonna rock!” 
or “The Xbox isn’t getting enough recognition!” It 
doesn’t matter how biased they act-everyone 
knows that if they had the money, they’d get all 
three of the big systems on the market. Folks 
spend all of their time putting down one new sys- 
tem in favor of another, but | think most gamers 
would be happy with whatever they could 
get their grubby gaming hands on. So 
why bash the ones you can’t afford 
to get right off the bat? You might 
end up buying them someday. Now 
that launch day has hit for the Xbox 
and GameCube, it’s not about tech 
specs or loyalty to a particular 
brand. It’s about lots of killer hard- 
ware and software becoming avail- 
able for gamers everywhere. 
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- > JJ. Postier—Hutchinson, KS 


You should open your mouth more often, J.J. 








y SS 
/ S) . = (7 

} go i a] S, 

Br s G7 fs 
Safes 
“ Neg 
‘e) 

See e = gZ 


We cannot publish all letters and 
e-mail messages, and we cannot 
send personal replies to all your 
letters or e-mail (though we try). 

















Martin Guzman—Marietta, GA 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. 
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MAXIMUM 
VEHICLES! 
Drive over 50 of your 
favorite Monster Jam 
trucks through interactive, 
action-packed arenas * 
across the world. | 





MAXIMUM a 
POWER! ‘ a paces 
Race through © 

arenas, grabbing 

powerful weapons } 
and power-ups that'll 
turn metal monsters 
into hunks of junk. 
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MAXIMUM 
PERFORMANCE! 
“Soup-up” and modify 
your truck in the Garage, 
choose your mode of 
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play, then crush the a 
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competition...literally! = 


ALL THE EXPLOSIVE ACTION OF 
REAL MONSTER JAM RACING 
STUFFED INTO ONE HIGH-FLYIN’, 
METAL-CRUNCHIN’ GAME. 


SIT DOWN, 
STRAP IN, 
AND STEP ON IT. 
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lam having a problem with WWF Smack- 

Down: Just Bring It for the PlayStation 2. 
The game freezes now and again when | get tossed 
out of the ring. I’ve also heard stories of game 
crashes when using unlocked movesets, especially 
Unknown 31. | don’t use any third-party acces- 
sories. What is the problem, and can it be fixed? 
| also heard a rumor that THQ is going to recall 
the game. Is this true? 


ROBERT SOULLIERE JR. 
— ONTARIO, CANADA 


Well Robert, whenever a game is not 

working correctly, we usually advise our 
readers to try the game on another system to 
see if the problem persists. If it does, it is most 
likely a game defect, and it should be exchanged 
for a new copy. If it does not, it could be a hard- 
ware problem, and you should follow up on it by 
calling Sony's customer service. While researching 
your problem on THQ’s Web site, however, we 
came across some information about a number 
of glitches in WWF SmackDown, one of which 
would support the stories you've heard about 
unlocked moves causing the game to crash. 

According to the site: “Since the game's re- 

lease, we have become aware that there is a 
problem when using the movesets Unknown 9 
and Unknown 31 in Create a Superstar. If you 
use these movesets and try to save the game, 
the game freezes, corrupting the Just Bring It 
save file on the PS2 memory card. We therefore 
strongly recommend that, in the future, you do 
Not use these movesets when creating a Super- 
star. If you wish to make characters with the 
moves for Unknown 9 or Unknown 31, we 


answers about those blue-bottomed PlayStation 2 CD-' ROMs that everybody seems to be talking about. It’s all in this 
month’s extra-large installment of his tireless crusade on behalf of you, the little people who make it all worth fighting for. 


recommend that you first make a note of the 
moves for each moveset, then create a wrestler 
using the Average move setting in Appearance. 
Next, go into Moves and add in the moves you 
noted down, one by one. This will enable you to 
create wrestlers based on these movesets with- 
out causing a game crash. 

“We have [also] become aware that there is 
a problem when using Tajiri to try to win certain 
titles. After speaking with Earl Hebner in the 
Lobby, the screen will go black and the PS2 needs 
to be reset. Unfortunately, there is no way to 
prevent this from happening, so we would 
advise you not to use Tajiri when going 
for the Intercontinental or Light Heavy- 
weight titles. 

“We have [also] become aware 
that a fault can occur whereby two 
wrestlers become locked together 
during a match after the right + circle 
grapple move is performed. This prob- 
lem occurs when using Lita or a cre- 
ated Superstar that has been given the 
Roughneck setting, but only after you 
change a move in the Grapple section of the 
Ready Moves. To prevent this from happening 
with your created Superstars, we recommend 
that you avoid using the Roughneck setting while 
assigning moves in the Appearance section of 
Create a Superstar. If you want your character 
to use Roughneck moves, we suggest that you 
use the Average, Speedy, Technical, or Powerful 
settings during the character creation stage, then 
go into Moves, and change the moves of your 
Superstar to Roughneck there. The fault will not 
occur when this method is used. With Lita, it is 








not possible to prevent this from occurring, so 
we strongly recommend that you do not change 
any of Lita’s front grapple moves.” 


The Watch Dog adds: Obviously there are a few 
problems with the game, and THQ has not only 
acknowledged these problems, but also seems to 
be doing everything it can to help its customers 
circumvent them and avoid crashing their games— 
much to its credit. Of course, nobody is perfect, 
and it’s extremely rare for any game to ship bug- 
free. In the case of WWF SmackDown: Just Bring 
It, however, it seems that the game was not tested 
enough, and the resulting coding problems hinder 
the playability of at least one character. The bugs 
don’t seem severe enough to warrant a recall, and 
THQ is not planning to do so. Since the problem 
you're experiencing is different from the ones 
listed on THQ's site, and since we weren't able to 
duplicate it ourselves, we cannot tell you whether 
or not your copy in particular is defective, or if it 
has a manufacturing or coding problem. You should 
contact THQ's customer service at 818/880-0456, 
and the representative will work with you to solve 
your problem. If the problem cannot be fixed, 
THQ will allow you to exchange your copy for a 
replacement copy. If the problem you’re experi- 
encing is a manufacturing or coding error, how- 
ever, the replacement will probably contain the 
same bugs as before since there are no updated 
versions of WWF SmackDown available. 


| downloaded the 

newest patch for 
Civilization III (vl .16f), 
and it will not run on my 
computer (I am trying to 
run it through Windows 
2000). Can you help? 


IRONLUNG257 
—VIA INTERNET 


Unfortunately, that particular patch is 

not compatible with Windows 2000 and 
XP. It is compatible only with Windows 95, 98, 
and ME, and is still available for download at 
www.Civ3.com/patches.cfm. Firaxis was not 
aware of the compatibility problem until after 
the patch was released, and has assured us that 
it will release a Windows 2000 and XP compatible 
patch as soon as possible. 
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Introducing the sequel to a fighting dynasty. 


Once more, invitations to the King of Fighters 

Tournament have been sent to the legendary 

fighters of the day by an unknown host. Despite 

their suspicions of an evil scheme brewing behind 

the event, the fighters are ready to enter the ¢'> 
arena...prepared to determine who the "id 
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King of Fighters will he. 
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BUYERS BEWARE 


A few of my friends and | were watching 

Friday on the Xbox, and the movie started 
to skip, and then the screen froze. One of my 
friends turned the Xbox off with the movie still 
inside, and then turned it back on. Now the Xbox 
“clicks” multiple times when | turn it on and brings 
me to a screen saying my Xbox needs to be re- 
paired. | thought potential Xbox owners or cur- 
rent owners should be aware of the problem. 
TREVER—VIA INTERNET 


Thanks for the tip, Trever. This could have 
happened to you for a couple of reasons. 
First of all, make sure your Xbox is hooked up 
directly to the TV and not through a VCR since 
running the unit through a VCR can cause prob- 
lems with the DVD playability. It is also possible 
that the DVD Movie Playback Kit you used is 
defective as well. Of course, none of this is of 
much help to you at this point, and if your hard 
drive is corrupted, it will need to be repaired or 
replaced. If the hard drive is not corrupted, how- 
ever, you can manually reset it yourself from home. 
In order to determine whether the hard drive 
is corrupted or not, you should look at the repair 
message that appears onscreen. Are you receiving 
it in English only or in multiple languages? If the 
message appears in multiple languages, your hard 
drive is most likely corrupted. If the message ap- 
pears in English only, it’s possible the hard drive 





can be reset. Also, if you are able to get your 
Xbox to the dashboard screen (the one with 
three options for memory, music, and settings), 
you can probably reset the hard drive without 
sending it in. 

To reset your hard drive, you must contact 
Microsoft’s customer service at 800/469-9269. 
Have your unit’s serial number on hand when you 
call—it is located at the bottom of the Xbox, 
on a white sticker that reads “Serial No.” The 
customer service rep will use your serial number 
information to issue you a code, which is com- 
prised of a combination of button presses (much 
like a cheat code), and which will enable you to 
reset your hard drive yourself. This should rectify 
the problem you're having. If, however, your hard 
drive is corrupted and unable to be reset, you'll 
have to send it in for repairs or a replacement. 
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If your Xbox’s 90-day warranty is still valid, there 
is no charge to repair or replace it, the shipping 
is free, and you should receive your unit (or re- 
placement) within five to six business days. If 
your warranty has expired, it will cost $129 for 
repairs or a replacement. 





While playing Super Smash Bros. Melee 

on the GameCube, Link started moving 
on his own without me touching the controller. 
I turned the Game- 
=. Cube off, and 
when | turned 
it on again, 
it worked 
fine—until 
today, when 
the same 
thing happened. Is my Game- 
Cube busted? 


ALEJANDRO TOMASI 
—VIA INTERNET 


Most likely, the control stick on your con- 
A troller was not in the neutral (centered) 
position when the GameCube was turned on, 
causing the control stick to misalign. You can 
calibrate your controller by pushing Reset while 
keeping the control stick in the neutral position. 
Or you can simultaneously press and hold X, Y, 
and Start for three seconds during gameplay, and 
then unplug the controller and re-insert it. If this 
doesn’t work, try cleaning the controller. To do 
this, get a clean toothbrush, lightly dip it in warm 
water, and scrub the controller around the 
sides of the buttons and the control stick. 
After cleaning the controller, dry it off 
with a paper towel and let it air dry for 
at least a couple of hours before testing 
it. If this doesn’t work, insert the con- 
troller in another controller socket. If it 
works, the first controller socket may be 
damaged; if it doesn’t, the controller is 
probably defective and may have to be 
repaired or replaced. 





In our July 2001 issue, we re- 

ceived a letter from a reader who 
had problems playing blue-bottomed CD- 
ROM games on his PS2. Though Sony would not 
confirm that there was a problem with PS2s play- 
ing blue-bottomed CD-ROM discs, we've received 
many more letters from readers who have expe- 
rienced the same problem—too many to take 
Sony's response lying down. When we contacted 
EA about loading problems with Madden 2002 
(a CD-ROM), a customer service representative 
informed us that some PS2s do, in fact, have prob- 
lems reading blue-bottomed discs. 


SUBMISSIONS 


At GamePro, listening is what we do best. When you 
have a problem with a product or feel you've been 
ripped off, we want to know. Write to: 


GamePro’s Buyers Beware 
P.O. Box 193709, San Francisco, CA 94119-3709 


Or e-mail us at: 
buyers_beware.gamepro@gamepro.com 


According to the rep: “A lot of PS2s have been 
scratching up our games. Sometimes, the PS2 will 
read blue-bottomed discs incorrectly, and some- 
times the laser lens will scratch the game. Sony 
won't say anything about it. If you're experiencing 
this, try out the game on another system. If it 
works, it’s probably a hardware problem and 
you’ll want to contact Sony’s customer service. If 
it doesn’t work, contact EA’s customer service.” 

One of our industry contacts also confirmed 
this: “This is a hardware problem and not neces- 
sarily a problem with the discs themselves. We've 
seen [these kind of] problems with PS2s partly 
due to the fact that unlike the PlayStation, in which 
games lock into place, the PS2 uses magnets to hold 
discs in place. CD-ROMs are thinner than DVD- 
ROMs and tend to wobble more. As a result, the 
read heads tend to scratch CD-ROMs more than 
different media types. If you keep your PS2 in a 
vertical position, the problem is twice as bad.” 

Sony was unable to give an official response 
and claims that it has not received any such 
complaints itself. 














Sony, Nintendo, Microsoft, or Sega? Here 
are the customer service numbers to call: 


Sony: 800/345-7669 
Nintendo: 800/255-3700 
Microsoft: 800/469-9269 
Sega: 800/872-7342 














Illustrations: Francis Mao 
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Sudden departure leaves Kimishima in charge of Nintendo's U.S. wing 
ARAK AWA Nintendo of America President Minoru Arakawa shocked the video game 
industry in early January when he retired quite unexpectedly after 22 years 
of running Nintendo's U.S. operations. Stepping into the post, effective 
immediately, is Tatsumi Kimishima, chief financial officer of the Pokémon 
Company and president of Pokémon U.S.A. Inc. 

While gamers may have been caught off guard by the announcement, 
apparently the decision had been many months in the making, and Arakawa 
wanted to go out on a high note. “The US. video game industry is extremely 
strong, and NOA’s position within the industry has never been better,” he 


said in a statement. “The recent impressive marketplace successes of both 
the Game Boy Advance and the Nintendo GameCube, coupled with NOA’s 


unparalleled financial and management resources, allow me the opportunity 
After more than 20 years with the company, 


to pursue new endeavors.” 
Minoru Arakawa has left Nintendo. 


Arakawa, the son-in-law of Nintendo Company Ltd. President Hiroshi 
NESE Yamauchi, graduated from MIT and took the reins of the then-fledgling Nintendo of America in 1980. Along with his 
Game TV friend Howard Lincoln, Arakawa engineered the launch of the biggest products in the company’s history, including 

Network To Donkey Kong's arcade debut, the NES, Game Boy, and Nintendo 64. Lincoln retired from the company in 1999. 


Launch 
Are you ready for game TV? 


cs eau NINTENDO'S YAMAUCHI TALKS TRASH 


first 24-hour cable network dedi- In related news, after years of speculation, outspoken Nintendo Company Ltd. President Hiroshi Yamauchi 

































CAs ida aati asl CIN has suggested that he may retire this summer—but not until he gets a few more shots in at the competition. 


and wireless gaming. The channel will i . 7 5 : ape : : 
de In an interview with the Japanese industry Web site Mainichi Interactive shortly after Arakawa’s announcement, 


launch with 13 original weekly series, 
z ae 2 Yamauchi spoke briefly but frankly about the business, admitting that “we shipped 1.3 million GameCubes in Japan 
offering programming from news, pre- 


views, and reviews to competitions, in September, and while sales aren't below expectations, | can’t say it’s been selling incredibly well.” He said he 


strategies, and behind-the-scenes doc- expected only Pikmin and Super Smash Bros. Melee to sell a million copies. 
umentaries. At press “Japanese users aren't buying the same old rehashed games anymore,” said Yamauchi. “Every game developer is 
time, show names had shooting for nothing but realism and flashiness, so we're seeing an overflow of games that look exactly the same. 


ot been finalized, A G ‘ : 
Woe been vinaltzedoue What does realism and flashiness have to do with fun? If more games with new types of gameplay and fun come on 


‘ou should be able to 2 
u the market, the market will expand, companies will have more support, and there'd be a business to work with.” 


learn more now at G4TV.com, Call your 
cable provider to see if you can get the As for his rivals, Yamauchi stated, “I don’t think the Xbox will do very well in Japan. The same old genres and 


new channel development methods still work in America, but they won't interest the more discriminating gamers of Japan. The 


PC Boxes Standardized 
It’s about time. The Interactive Digital Soft- 


PS2 was just discounted, too, but | can’t expect that will have much of an effect.” 
The 74-year-old Yamauchi also admitted that he had been considering retirement for over two years, and said 
he wanted to retire “before the summer” and that Nintendo would carry on “under a group-leadership system.” 


XBOX TO XPAND? 


case, only twice as thick— Not unlike Sony’s own plans to extend the Play- 
a wee bit larger than 


ware Association (IDSA) recently approved a 
ndard size for PC game packaging, and EA's 
Medal of Honor: Allied Assault was the first 


Station 2 beyond its role as a game console, analysts 


Sung NES game boxes: suggest that Microsoft may be preparing a strats 

at Micr e ri rate; 
_ The new standard 88! : : Y a paring BY 
» Frew is environmentally for turning the Xbox into a family-room PC and 


r _@e friendly and lets retailers entertainment hub. 
= EJ put more product on the According to CNET, Prudential Securities Analyst Hans 


shelves. Could the death of giant-sized Mosesmann believes Microsoft is prepping a product called the 
instruction manuals be far behind? HomeStation. This PC-like multifunction device, built on core 

Will Wright Honored Xbox technologies, would not only play Xbox software and DVD 
Will Wright, creator of SimCity and The movies, but would also act as an Internet portal as well as a digital 











Is the Xbox destined to be- 


come an all-purpose HomeStation? 
Sims, was inducted into the Interactive nore 












video recorder similar to TiVo. 
Mosesmann also believes an Xbox upgrade kit could be in the works to turn the new game console into a Home- 

Station with very little effort. “It’s basically a PC; it has DVD capability,” he said. “You would just add some connectivity 

there, a bigger hard drive, some video recording software, some Bluetooth [wireless networking technology]—and 


Academy of Arts & Science's Hall of Fame 
in February. “Will Wright is a visionary 
in the truest sense of the word,” said 


Academy President Paul Provenzano. 
Wright joins an elite group of earlier voila, you've got something that can be marketed as something else.” 


inductees: Nintendo's Shigeru Miya- Richard Doherty, president of The Envisioneering Group, says he thinks the HomeStation could arrive as early as 
moto, Square's Hironobu Saka- this fall. On the other hand, Matt Rosoff, an analyst for research firm Directions on Microsoft, suggested that Micro- 
sea ieteire Cones ae soft is quite busy with the Xbox and, if the HomeStation materializes, it won't appear for another |2 to 18 months. 
Firaxis's Sid Meier. 
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developers... 


Rating: 4.5 aT GER You can ignore the rumors 

about Xboxes melting and causing 

While the GameCube controller has received rave reviews eee re ie nea 

from many users, some folks just don’t like it—it’s too 2 Final Fantasy X PlayStation 2 Square EA Rear irene pean ae 

aters. Truth is, een exem- 

small, the buttons are cramped, whatever. Help is here in 3 Super Smash uri invcienen Gree stds 
the form of the Play Cube, a $10 doohickey that enables Bros. Mel 

: : Watch Dog. + Confidential to Anthony J. 

you to use any PS2 pad with your GameCube instead. All 4 Metal Gear Solid 2 ; Wes 

Smith of Barrington, IL: We didn’t run the 

the proper functions are supported—analog buttons are 3 


Seales sf Ly story, and frankly, we don't care if you can 


still pressure sensitive, so you can vary things like the i i 
6 Tony Hawk's do 1800 mph in Gran Turismo 3. * Fennec 


vacuum power in Luigi's Mansion. Both analog sticks re- 
spond beautifully, too—if it weren't for the fact that the Prove joined tries GiscreWy) necenuy clang 
7 Harry Potter and 


buttons are named differently from what you see onscreen, The Sorcerer's Stone PlayStation out our online news and picking up some 
you’d never know the Dual Shock 2 wasn’t designed for Mictocor review and preview duties, too. If you spot 
the GameCube. It’s dirt cheap—give it a try—Bad Hare ; ** him online, say konnichiwa. * You're not being 


Pune ete hoodwinked, folks—this is the April issue, and 


Price: $9.99. Contact: Nyko, 888/444-NYKO, 
10 Tony Hawk's 


ey ae Eee ae. yes, usually you would find our self-deflating 
ro Skater layStation ivi 


LamePro feature in it. However, since you're 
likely reading this very sentence in the calendar 
month of March, we figured you might appreci- 
ate r Til gele) k 4 k , in April. 

GAMEPRO LABS SPECIAL: Sony LCD Screen for PS one aro ourpenurools lokeenyoudtiows in Apr! 
Rating: 4.5 So we'll be mocking ourselves for your enjoy- 
re F ment in the next issue. * Senator Lieberman 
Many months after it was expected (and long after third-party companies released similar products), Sony's own LCD 
; . . a says that the arcade industry is still not doing 

Screen for the PS one has finally arrived. Was it worth the wait? Not really, but it’s a very good product nonetheless. 


: enough to protect children from violent 
In truth, Sony's LCD screen shares most of the same attributes as the competing products from InterAct and Pelican, e p 


2 . wo + games. Hasn’t he noticed that there isn't 
which both came out last year. Sony's screen measures 5" diagonally, screws securely into the back of the PS one, and § 


Saget ry left? © 
flips down like a shell cover when not in use. The screen is admirably bright and detailed—Tony Hawk's Pro Skater 2 mmuchioban:ateade:inausey leiciis Bie | props 


really pops—and you can read text just fine in wordy games like Metal Gear Solid, which was a problem with some of to/Fhesh Games for bringing weird Japanese 


the third-party attempts. The screen also has a nice wide view angle, so you don’t have to be dead center to see, and titles like Mad Maestro and Mr. Mosquito 
you can hook up the PS one to a regular TV without removing the screen. The stereo speakers are stateside. It sure beats another damned 
surprisingly loud, and the headphone jack is self-explanatory. 2 snowboarding game. * The first four GP 

However, whereas InterAct’s screen also includes RCA jacks on the back so you can i editors to be made into action figures 
connect any video source (a VCR, an old-style PlayStation, any other game console), were chosen by you. Ina recent poll, 
Sony’s model requires a special all-in-one A/V cable (sold separately) to do the same Zombie, Elektro, Major, and Spell 
thing. The 4" input jack kind of limits your options to camcorders. Like, say, Sony's. topped the list of toy candidates, 

Ultimately, in the battle of the 5" PS one screens, your decision should be based on so we followed your orders to 
price. If you’re not particularly brand conscious, choose whichever one is on sale because the letter. Fill out those sur- 
the picture quality is about even and so is the suggested retail price. InterAct’s 5" 
Mobile Monitor is a little heavier but offers easier input for external video, whereas 
Sony's offering is not only official, but also slim and sexy. Either one is a fine choice. 


Price: $129.99. Contact: Sony, 800/697-7266, www.playstation.com 


HIDDEN CHARACTERS 








E Pong Sifu! | have 2 a Confucius say, 
traveled far to seek Va : ‘ ‘Year of the 
your wisdom...please Rabbit is over.’ 


tell me the secrets 
of the universe! 


“ 


“St <ul yo “ 


Babble: Auch ’n Amrich Doodles: Mao 
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™ Yeah, well bust out 
Oh Vince, | did the mittens, Buttercup. 


so want to move | just signed for 
to Los Angeles. ‘ 7 with Toronto. 


ws y 


ae og 


Your office is a'20,000 seat arena, your salary has a whole lot. of zeros, and “Who stole my stapler?” is 
“Who’s'picking up Vince on D?” You wanted real} you got real. Build an all-NBA team during the draft. Check 
your team’s'actual NBA playbook; and'call’those plays with real-time coaching. And details? You can count, 


Jonuy Ol 








Will it be half-pipe tricks or a romantic camping trip? Beach volleyball 





PC or a volley of snowballs? Whatever your pleasure, it’s time to pack your bags for a trip 
C D to Vacation Island. Build the perfect snowman in a winter wonderland or kick over 
ROM 


sandcastles in a tropical paradise. Take a sweetheart to an elegant hotel or your kids 


fishing off the pier. So don’t delay, book your Sims on their dream holiday today. ome 


PRODUCTS RANGE FROM 
RATING PENDINGvoT EEN 





MSTEEETaKg ©2002 Electronic Arts Inc. Electronic Arts, The Sims, Maxis, the Maxis logo, EA GAMES and the EA GAMES logo are trademarks or registered trademarks of Electronic Arts Inc. 


Cc 
in the U.S. and/or other countries. All rights reserved. EA GAMES™ and Maxis™ are Electronic Arts™ brands. All other trademarks are the property of their respective owners. 








www.TheSims.com 


Brace yourself, the Sims are on vacation. 


*Requires The Sims” to play. 











otor City ONLINE isa “car-pee-gee”—it combines the per- 
mM sistent online universe pioneered in role-playing games like EverQuest 
with the classic car culture of America. In other words, this is where the 
Ruins of Kunark meet the Dukes of Hazzard. It’s a lot of fun, but it can also 
be pretty overwhelming if you're not already well-versed in the language of 
hot-rod hipsters. Hopefully, this guide will help you with some of the auto- 
motive arcana and enable you to concentrate on what you do best behind 
the wheel: Win! 


Getting Up to Speed 
When you first sign on to MCO, 
you'll need to choose one of four 
servers (also known as “shards”’). If 
you plan to join up with friends who 
are already playing in Motor City, be 
sure to join the same server they use 
or you'll literally never find each other. Your persona is similarly fixed—not 
only can you not use it on another shard, but once you select a character 
(Go-Go Girl, Hard Rock Rebel, whatever), you're stuck with it. 

“ Next, you'll have to pick a starter car. No matter which of the three 
cars you choose, you're really faced with two options: Build up your starter 
car (the 1957 Chevy Bel-Air is highly recommended, thanks to its impres- 
sively upgradable engine) with better 
parts as you get the cash, or sell it 
for scrap and start saving your dough 
for a better car in a few levels. For 
this guide, | tried both methods—I 
took two new characters from levels 
! through 5. With the keeper char- 
acter | was able to sell my upgraded 
Chevy Bel-Air at level 5 and wound 


OREATE YouR 
OWH PERSOUA 








EVERYONE 


Zon 


up with just 

about $10,000 

to get a tastier ride— 

not a bad take after just 

two or three hours of racing. 

The scrapper character, how- 
ever, raced in only Sponsored 
races (driving powerful freebie 
loaner cars) and pulled in $14,000, 
which is plenty for a nicer ride like 
a’67 Chevelle and a few perform- 
ance parts to beef it up (the first 
of which should be a bigger, more 
powerful engine block—two of 
the best are the Chevy small-block 
350 and big block 427). 

Selling your car right away may seem like a strange thing to do, but the 
Sponsored cars are lots of fun and very powerful—they'll show you what a 
good car should feel like when you get one, and you won't be able to build 
your own car that feels like that for quite a few levels anyway. Basically, the 
longer you put off buying a car, the nicer ride you'll be able to afford—it's 
just a matter of how patient you can be. However, if you do want to build 
up your first car, you'll learn about building engines sooner, and that’s a cru- 
cial skill to obtain—and some say you can make just as much money with 
your starter ride, if you race well. There’s no wrong way to start; they're 
just two different approaches, and you should go with whichever one makes 
you feel more comfortable. 


Heating Up Your Hot-Rod 


In Motor City, lightweight cars are generally kings. When the game first 
launched, if you didn’t have a flyweight ’65 Mustang, it was hard to compete. 
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Visit www.esrb.org or 
1-800-771-3772 
for Rating Information. 
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RATING PENDING 





Different Game. Different Rules. 











Calling all soccer hooligans. Finally, a videogame that understands soccer 


really is a contact sport! RedCard Soccer's unique adrenaline-style game play 
NINTENDO 


lets you kick, tackle and fight with 32 international teams all vying for the Cup 
Championship. Soccer Moms, cover your eyes. Different game. Different rules. 


| GAMECUBE. 
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PROSTRATEGY GUIDE 


Now, the cars have been classi- 
fied into categories based on 
their body style (Vintage, Classic, 
and- Muscle) and power-to-weight 
ratio (A through E). Special races 
are open only to certain classes 
of cars, so having a garage full of 
Camaros won't help. If you like 
the style of a heavy car like the 
Buick Century or even a mid- 
level car like the Bel-Air, you can still be competitive. It should be noted, too, 
that the repair costs on Vintage and Classic cars are much, much lower than 
those on Muscle cars. For some drivers, it pays to go with a pimped-out low- 
end car, especially a light one like the ’32 or '40 Ford Coupes. In time, you'll 
have plenty of opportunities (and, eventually, plenty of money) to try different 
strategies. In other words, don’t devalue a car just because it’s cheap and 
heavy, and don’t overvalue a car just because it’s light and expensive. In 
Motor City, race variety means you can drive what you want to drive the 
way you want to drive it. 


Gettin’ Greasy Under the Hood 


The most important thing to learn in Motor City is how your engine is put 
together and what you can do to improve its performance. Beyond the 
power-to-weight ratio that determines your car's class, the two most crucial 
numbers are horsepower (hp) and torque (tq). Horsepower relates to 
speed and torque affects acceleration; you usually want to get both as high 
as possible, unless you have a specific goal in mind. If you’re confused already, 
don’t worry—just double-click on a performance statistic in the Workshop 
window to learn what that rating means and why it’s important. 

The parts system is fairly straightforward; generally, the more expensive 
components are going to give you better performance —that's “generally” 
because sometimes a cheaper part will be more efficient for the perform- 
ance jump you're seeking. A star-rating system is there to guide you, but 
always perform a Test Install to double check that the numbers are moving 
in the right direction before you buy. Almost every part affects almost every 
other part, so upgrading one aspect of your car may actually downgrade 
another. However, this aspect of the 
game is not entirely accurate; always 
take your car out for a spin to find 
out if the estimated numbers hold 
true to the actual performance. 

Let’s take the preferred newbie 
car, a stock Chevy Bel-Air, as an ex- 
ample of how to get started. As a 
lowly Classic E putting out a mere 
202. horsepower, you won't be able to do much at all. Take the money you 
have on hand and boost your car to 275hp/322tq right away by upgrading the 
intake manifold (Super Single Plane), exhaust manifold (HP), pistons (Domed 
Top), and most importantly, the cylinder head (Large Valve Wedge 10.5). You 
can get a little more money by scrapping the old stock parts, or you can 
look for low-priced deals on the above bits in the Auto Parts Auction. As 
you gain cash, you can pick up a higher-rated carburetor (right now, go 
for over 700 cfm), a better transmis- 
sion (a 3- or 4-speed will dramatically 
improve your acceleration), and a 
two-star electrical system. 

You should also remove the 
muffler and air cleaner—they’ll no 
longer help you. You'll notice that 
when you completely remove a part 
from your car, you also get a little 











MOTOR CITY ONLINE 





‘one- or two-sentence tutorial on 
what that part does and what 
to consider when upgrading. 

If you've followed all the 
suggestions above, you should 
now have a class D Bel-Air that 
has over 300 in horsepower 
and torque, with somewhere in 
the 0.090 range for power-to- 
weight ratio. That's not bad for 
someone who hasn't even started 
driving yet—and you're on your way 
to learning what you should put into 
your engines to get the most of them. 


Money Talhs 

Now that you've burned through 
your newbie cash, you'll need to 
make some more. You'll make the 
most money and points for running Open trials, since you're risking more— 
it's your car and you're putting wear on the parts. If your car sucks, you can 
always run Sponsored Trials or Sponsored Circuit and Street races—no 
wear and tear on your car, no guilt about damaging a rental, and it’s a great 
way to test drive hot-rods while shopping for a car of your own. Whatever, 
you do, don’t beg for MCO money 
in chat rooms. It’s not Handout City 
Online, and if you run Sponsored 
races, you'll make money faster than 
if you beg anyway. 


Green Light 


Don’t forget some basic etiquette. 
If you spin out and have no hope of 
winning the race, don’t turn around and drive against traffic for “fun.” You'll 
only gain enemies instead of experience. If you really don’t want to finish a 
race, drop out with the Escape key. Also, it doesn’t hurt to be compli- 
mentary to other drivers after a race. Hitting the Backspace key and typing 
in “good race” or “close finish, nice work” after you cross the finish line is 
exactly the kind of good sportsmanship that will earn you an invite to a 
quality car club. 

You should now have the bare 
minimum you need to drive and 
survive in Motor City, but there’s 
much more info available at 
www.gamepro.com. And if 
you spot me on the Uptown 
Pacific server, say hello— 
assuming you can catch me! @ 





































Special thanks to the Motor City 
Mustangs on Uptown Pacific (espe- 
cially Nate CP) and the message 
board gang at MCOForum.com 
for their advice and assistance in 
compiling this guide. 


Motor 7, Ouline 
URL: www.motorcityonline.com 


System Requirements: Windows 95/98, Pentium 166, 32 MB RAM, 
150 MB on HD, 4x CD-ROM, SVGA graphics 


Price: $39.95, plus a $10 monthly usage fee 
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Official video game of the Olympic Winter Games ¢ Arcade multi-player action ¢ Authentic Salt Lake venues 
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Published by 
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PREPARE TO BE HUNTED MARCH 2002 
AVAILABLE NOW 
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Spy Hunter © 1984, 2002 Midway Amusement Games, LLC. All rights reserved. SPY HUNTER, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. “Theme From Peter Gunn" Composed and Conducted by Henry 
Mancini, Published by Northridge Music Company (ASCAP)/ Universal MCA Music Publishing, a Division of Universal Studios, Inc. Distributed under license by Midway Home Entertainment Inc. “PlayStation” and the "PS" Family logo are registered trademarks of Sony 
Computer Entertainment Inc.Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are under license from Microsoft. TM, ®, Game Boy Advance and the Nintendo 
GameCube logo are trademarks of Nintendo, 





any A ~/>mipway 








TEEN 
Ad Violence 
CONTENT RATED BY 
ESRB 





SY 7ILIN wan 


Top secret info at spyhunter.midway.com 








TEEN 


VIOLENCE 





PlayStationee 


SHAM WINES 
JED STREROA, 


Now, FORCE powered. 











cover reature se FIGHTER 4 


Virtua Fighter 4 is headed home from the arcades 
to the PlayStation 2, where another famous fighting 
series has already set up shop. Can Sega’s beautiful 
brawler take down Tekken? By tokyo prifter 






















passed, and now Virtua Fighter 4 
directions while also remaining 





VF41i1 


Virtua Fighter has always been controversial amon, 


two camps, and 
d a victory. But as in 
es —this time on the 


i us eps ruled the 


of its best work yet for one of its fiercest rivals, but on Sony's 
PlayStation 2, VF4 already looks flat-out amazing! Developed by 
coin-op creators AM2, the preview version featured all the flash 
that made eyes pop out at the arcades, such as im- 
pressive-looking character models and detailed envi- 
ronments. Both have been faithfully re-created for 
Sony's next-generation machine. 

In addition to packing in everything from the 
coin-op version, the home experience will be high- 
lighted by the extensive Training, Edit Fighter, and 
A.l. modes. The Training lessons will visually deci- 
pher the: arcane rules that govern Virtua Fighter and 
help to > show off the depth of the much-revered 
fighting system. From walking you through each 


ry ; panes fighter’s moves to interactive demonstrations on 
Hey can see my house from here!" says Lion. _ Every single piece of floor tile on the Temple stage ’ . 
Then he sees stars. can be broken: basic and advanced tactics, there has never been a 


Fighter Profiles 


Virtua Fighter is getting into the swing of the Play- 
Station 2 with an amazing port of the arcade hit. 


























Debut: Virtua Fighter Debut: Virtua Fighter Debut: Virtua Fighter Debut: Virtua Fighter 
Style: Hakkyoku-Ken Style: Koen-Ken Style: Jeet Kune Do Style: Jeet Kune Do 






Style: Tourou-Ken 
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more comprehensive and effective 
tutorial for a fighting game. Creating 
a fighter and taking them through the 
Kumite and the Versus modes will 
enable you to earn bonuses like new 
colors for costumes, accessories like 
sunglasses, special stages, new win 
poses, and even the blocky character 
models from the original Virtua Fighter. 
After mastering the fighting tech- 
niques in action, you'll be able to try 
your hand at the A.I. mode, which 
enables you to set the tactics for a character and watch as the 
computer fights according to your instructions. You'll then be 
able to save your A\l. player to a memory card so you can trans- 
port them to a friend’s machine for a fight. 


What Are You Fighting 4? 

Eleven veteran characters, including Sarah, Akira, and Jeffry, will 
return to the ring in VF4. They'll be joined by two newcomers, 
Vanessa and Lei-Fei. The shiny metal bonus boss Dural is coming 
back, but she’ll no longer be the slickest optical trick around. 


sories like necklaces, s 
and earrings. 






You'll be able to unlock cool acces- 


Check out cool details like the birds 
flying around this level and the small 
tile pieces hurling toward the screen. 


The water effects in the Palace level 
are outstanding, but it's sort of weird 
to fight in a square pool. Bacteria! 











os 


Moves like Jeffry's Piledriver require 
grabbing your opponent while they are 





Vanessa's many grab maneuvers, along with her 24" 
pythons, make her deadly in close quarters. 






That award will actually go to the game's sleek, slinky menus that couches 


already prove surprisingly...well...sexy. They're the interface equivalent of a shiny new sports car. 
Although Virtua Fighter 3 introduced a four-button control scheme by adding Evade to VF's standard 
Block, Punch, and Kick, VF4 will reinstate the basic three-button layout. To compensate, fighters will 
have free eight-way directional movement as is the standard now 
at/ for 3D scrappers. The gameplay has been sped up, hearkening 
back to the furious pace of the second game (VF3 was con- 
sidered a bit sluggish), and the floaty jumps that have been a 
part of all installments have been toned down dramatically. 


3D Millennium Battle 


Sega's Virtua Fighter has battled Namco’s Tekken series in the 

arcades for years with each garnering dedicated audiences. Home 

versions of VF have never achieved an arcade-perfect translation 
farmmerntng due to under-powered consumer hardware (see 
sidebar, “Lost in the Translations”), and their extra 
features have been bare-bones. Meanwhile, the Tekken 
games have always been exact replicas with vast additional 
features like Tekken Bowl and full CG-rendered ending 
movies that go beyond a mere home-arcade experience. 
With both VF4 and Tekken 4 going head-to-head on the 
PlayStation 2, the playing field may now be level. 

Tekken 4 makes its Japanese debut in March, but it 
doesn’t reach American shores until this fall—and by 
then it may arrive with home improvements. That's when 
the true battle for bragging rights will begin. 


CONTINUED > 





Pai has this extra dodge maneuver if 
her opponent crouches like Akira here. 





As if the action wasn't brutal enough from afar, the 
camera will zoom in on high-impact grapples. 






Using the full 3D plane will be much more crucial 
now as many attacks take advantage of dodging. 











Wolf Hawktield ¢ 2 q & 


Debut: Virtua Fighter 
Style: Pro-Wrestling 





Debut: Virtua Fighter 2 
Style: Drunken Kung-Fu 


Debut: Virtua Fighter 
Style: Ensei-Ken 


Debut: Virtua Fighter 
Style: Pancratium 


Debut: Virtua Fighter 
Style: Ju-Jitsu 
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VIRTUA FIGHTER 4 








Lost in the Translations 


The Virtua Fighter series has always pushed the boundaries of technology, which is great 
for arcade fans...but not so much for home console owners. Here are the ports of the past. 








System: Sega Saturn 
Origin: Model | board 
Conversion rating: 70% 


The first Virtua Fighter was 
developed on Sega’s Model | 
arcade board, which meant 
that a perfect conversion 
should have been assured 
due to the tech superior 
Saturn. Unfortunately, a 
rushed launch of the system 
(both here and in Japan) and 
a developer-unfriendly dual 
processor architecture re- 
sulted in less than stellar 
results. At least the US. ver- 
sion had fewer polygon drop- 
outs and a stable camera. 


Virtua 
Fighter Remix 





System: Sega Saturn 
Origin: Sega Saturn 
Conversion rating: N/A 
Sega wanted to prove that, 
given time, the Saturn could 
pull off amazing things. So a 
shiny, upgraded version of 
VF was released with larger 
characters and full texture 
maps for the characters and 











ki-Jujitsu 
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environments. The game was 
later released to arcades as 


part of Sega's cartridge-based 


Titan coin-op system. 


Virtua Fighter 





























System: Sega 32X 
Origin: Model | board 
Conversion rating: 55% 
Sure, the 32X was more 
powerful than some people 
will ever admit, but an above 
average rendition of Virtua 
Fighter was way down on 
the list of things that would 
have saved this misguided 
stop-gap hardware. Still, this 
cart was the only way to 
play the original game with 

a Genesis controller. For the 
record, there was also a ver- 
sion of VF for Sega’s color 
handheld Game Gear (not 
pictured, you don’t want to 
see it anyway), although it was 
based off the look of the ani- 
mated cartoon as seen only 
in Japan. That game was re- 
leased domestically as Virtua 
Fighter Animation. 












Debut: Virtua Fighter 4 
Style: Vale Tudo/ 
Muay Thai 


















System: Sega Saturn 
Origin: Model 2 board 
Conversion rating: 75% 





The coin-op version o 
still holds 


Many graphical elements like 
the character models and the 
fully 3D backdrops were 
sacrificed, but the gameplay 
was intact and the bells and 
whistles were satisfactorily 
re-imagined via the Saturn’s 
limited palette. 


la] Fighter 2 






m: Sega Genesis 
: Model 2 board 
rersion rating: 25% 
Ie’s not fair to rate this 2D 
re-creation in the same cate- 
gory as the rest of these sys- 
tems, but the fact that Sega 
tried this at all is noteworthy. 
The fighting system could 
have potentially translated 
well to 2D, but sloppy hit 
detection and bizarre A.l. 
reduced this to a neat 
collector's item. 





gl 





Debut: Virtua Fighter 4 
Style: Shaolin Style 






Basically, it was Vi 


2 with charge 
ies 


small bodi 
Kees 
huge heads. Figh 





System: = Dreamcast 
Origin: Model 3 board 
Conversion rating: 85% 
By all rights, VF3tb should 
have been a flawless port 
on the Dreamcast, but once 
again various factors con- 
spired to damper things. 
While not as rushed as the 
Saturn launch, there still 
wasn't enough time (in Japan 
at least) to take advantage 
of the system, and an outside 
developer handled conversion 


Debut: Virtua Fighter 
Style: Can use all styles 





duties while AM2—the 
group behind the VF series— 
was busy hatching Shenmue 
(among numerous other 
projects). 





ating: 95% 


work-in-progress) 





again taken 
ersion reigns 
the PlayStation 2 
out visuals that 


S2's dreaded “jaggies” are 
the only things that purists 
ver. A truly 
ersion so far. G 


will lame: 
amazing con 
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L Feature YOU OUGHTTA BE IN PLASTIC 








By Dan Elektro 















T’S BEEN SAID that you're not really famous until 
you have your own action figure. If that’s true, then 
video games have finally hit the big time. Over the last 
’ _ five years, tons of digital creations have leapt off the 
screen and into plastic molds to join their rightful 
place alongside pop-culture toy icons like 
. eo Star Wars and G.l. Joe. The latest wave of 
¥ video game toys is on its way, 
A A 2 and thanks to our partnership 
a, with JoyRide Studios, Game- 
« _ Pro has a unique perspective 
this time: from the inside. 
As the GamePro Presents 
Action Figures and Collectibles line started 
coming together, we were asked for our 
\_ input on what would make good game 
yi action figures, and we also got a first-hand 
© look at just what goes into making them. 
What we learned is that it's a long, laborious 
process—and it’s not all fun and games. 















JoyRide Studios was founded specifically to 
create licensed collectible toys with an 
initial focus on video games— 
but which ones? As you might 
expect, good game action figures 
have to start with good games. 
“The first step is always to iden- 
tify a great property to replicate in 
three dimensions,” says Chris Huis- 
man, JoyRide’s senior graphic designer 
and project manager. “With so many 
hit games on the market, both past 
and present, we need to sift through a great 
deal of subject matter to decide on titles.” 
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_ sculpt of SSX Tricky’s figure. Thirty-seven points of 


The plan for the GamePro line was to 
selectively choose the best characters 
from the best games, and JoyRide wasted 
no time doing just that. Electronic Arts 
signed on for figures and vehicles from 
SSX Tricky, Cel Damage, and Command : nai meemby net 
& Conquer. Sega said yes to toys based ae) 

Cis Geren Feamestteo 
on Virtua Fighter 4, Sonic the Hedgehog, a Speeeee nb tammefetne 
and Crazy Taxi. Down the road, you can z i Digs 
expect figures based on Nintendo fan- 
favorites, including Luigi's Mansion, Metroid, 
and The Legend of Zelda. JoyRide will All figures begin life as a detailed sketch. 
also be producing a limited number of action figures based on the GamePro editors. They will 
be the “short-packed” figures in each assortment and will be produced in lesser quantities. 






























‘ Dr. Zombie is designing the GamePro editor persona action 
Carving Blocks figures—including his own! 
Once the games were selected and licensed, the real work began with a flurry of faxes and phone 
> calls. “There is a tremendous amount of communication that needs to take place during the entire 


<= development process,’ says Huisman. “The licensor sends us reference images along with their 






our staff to work on the sculpts.” 
Sculpting is arguably the most important part of a game action figure— 
compare McFarlane’s Solid Snake with Toy Biz’s Lara Croft, and you'll 
see the importance instantly. The artist usually uses clay, 
but will sometimes use resin if the figure calls for lots 
_ of hard-edged detail. It usually takes four full weeks 
_ to complete a single sculpt. 


(naction Figures? 


The sculpts are sent for approval to the game 
company, and after some inevitable tinkering, 
molds are created, painting methods are cho- 
sen, and the articulation choices are finalized — 
if any were planned to begin with. “Some 
collectibles don’t need to be played with,” 
says Huisman. “It really comes down to 
the best way to interpret the essence 
_ of the character. So we sit down 
== and decide if it's to be a posable 
At press time, this test Statue or a multipurpose action 











Vehicles— 
or horses in 
Link's case—will 
be approximately 
three inches wide 
and six inches 


Elise was still due for ins: 


some tweaking. CONTINUED > 


ton, pack- 
ultimately, 







EA suggested that SSX Tricky’s 
Eddie Wachowski action figure 
should be posed performing one 
of his ubertricks as seen In the 
game. JoyRide started sculpting. The sculptors also came up with After some feedback and a 
an idea for a display base, but sketch from Dr. Zombie, the 
the perpendicular board looked _ base was revised to a be 
unnatural. launch ramp from the game. 
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articulation can kill the aesthetic appeal 
of a great figure very quickly.” 

The tooling of the molds is the longest 
step in the process—about eight weeks 
per product. From concept to the start of 
production, the creation process takes about 
four months (“sometimes more, sometimes 
less,” says Huisman) and tens of thousands 
of dollars. “It’s about $45,000 to $50,000 
just for initial tooling and research and such,” 
says Huisman. “That doesn’t include the 
manpower and promotion of the product.” 
In other words, tack on a few more weeks 
and a lot more money for things like pro- 
duction and packaging. 


WLS WIG 


Here are some of JoyRide Studios’ figures in 
development that you can expect to see on 
shelves before the end of this year: 


ELECTRONIC ARTS 

Cel Damage: Sindel, Violet 

SSX Tricky: Eddie, Elise, Moby, Kaori 

C&C: ORCA vehicle with pilot 

SEGA 

Crazy Taxi: Axel with cab and passengers 
Sonic Adventure: Sonic, Shadow 

Virtua Fighter 4: Akira, Lau 





NINTENDO 

The Legend of Zelda: Link with horse 
JoyRide’s first figures are expected to retail for $9.99 ($12.99 for vehicles) and should be on sale nation- Luigi's Mansion: Luigi 
wide in July. However, they might not be on store shelves long—and Huisman says that’s by design. Metroid: Samus 


“It’s great when a particular figure comes out, but then what?” he asks. “[With other toy lines,] they GAMEPRO 
sit there and go on clearance after four weeks and another figure takes its place. With our product f 
assortments, we plan on keeping the pegs fresh with - 
new and exciting figures every month. 

“The key to making a line last is great variety and 
fast availability,’ asserts Huisman. “People want great 
figures at a great price. We're going 
to give it to them.” G 


Dr. Zombie, Dan Elektro, 
Major Mike, Miss Spell 
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The new md stitches clothing line. 


See chem fea 
Bs iat in Ehis month's Newstand issue of 
GamePro Magaaine, along with... 


sound waves 


min mpj's with the newest software 
dj equipment - OJ Pad 2020. 


gaming experience 


play trick style, 
get secret codes in the code wault! 


al-ernative motion 


action packed with slams! 


hook ups 


win a trip to Ehe ultimate 
action sports camp! 


q@w 


felepiplelH 7 






drink ERE clovaing " 
By: 
nter without purchase send a SASE envelope to f 
randa Group, 8654 Washington Blvd., Culver City, 
stakes ends 4/15/02. Void where prohibited Aas, 
registered trademarks of PepsiCo. Inc 
Sale GAMEPRO 
content 
YY 
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Once again, it's time to hang with Parappa 


is posse as you learn to rhyme like a 
rap star. Flow to all new songs. Freest 


with the rap masters. Take your timing and 
8 ) . thythm to a whole new level. But you better 
The original rap star’s back in the MOUSE. ave nai sits otervise Pazppa wort 
get the girl or save the world. And you gotta 
believe this dog ain't goin’ out like that. 





GSAMEPHO 


7 — e 
P-F-evV--e-W-S ee 
Developed by Raven Software 


Star Wars _Eeteagetaheieatt aaa 
s s 
Jedi Knight Il: Outcast 


It's a few years after the destruction 
of the second Death Star, and the 
New Republic is starting to take 
shape. Of course, in fine Star Wars 
fashion, a new threat is approaching 
to terrorize the galaxy, and who 
better to fight this new phantom 
menace than a failed Jedi Knight? A 
refreshing return to the days of good 
Star Wars movies, Jedi Knight Il: Outcast will engage you in a battle to 
preserve freedom and justice in the shadow of the fallen Empire. 
























In Jedi Knight Il: Outcast, you'll start out with just a blaster, but within the first 
few levels you'll be busting heads Jedi-style. 



























When we last left Kyle Katarn, he had almost been seduced by the Dark Side 
of the Force and was busy saving the galaxy. Now, years later, he has given 
up on the Force and its temptations, and has gone back to his smuggler’s 
ways. Over the course of the game, Kyle will go from rusty former Jedi to 
: a true Jedi Knight as he 
battles the forces of the 
Empire. You will have to 
lead Kyle through levels 
ranging from Yavin and 
Cloud City to new lo- 
cales from the Star Wars 
Expanded Universe in his 
quest to reclaim his Jedi 
skills and protect the 
New Republic. 








| HAVE A GOOD FEELING ABOUT THIS 


LucasArts has wisely employed the services of Raven Software to make sure 
the Quake Ill Team Arena engine screams. The early preview version moved 
smoothly from first- to third-person whenever you equipped a lightsaber, 
and the Jedi melee battles will make any real Star Wars fan squeal with joy. 
There will even be a sense of char- 
acter development as Kyle relearns 
his old Force powers and tightens his 
lightsaber technique over the course 
of the game. Gamers starving for 
some old-school Star Wars action 
will want to remain mindful of Jedi 
Knight Il: Outcast. 
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THINK COUNTER-STRIKE MEETS Castle Wolfenstein; and you'll get 
Global Ops—a multiplayer tactical first-person game that will thrust you 
into real-world hot spots with real-world weapons. In the game, you'll be 
able to choose from an armory of weapons and pick the class type of your 
character, then you can go out and bust caps in your opponents. The pace 
was already fast, furious, and full of non-stop action in an early build. The 
operation will begin 
this spring. @ 







BY FOUR-EYED DRAGON 
"Developed by Barking Dog Studios G@ 
‘™Published by EA Games 


Winoows 95/98 








Target release date: March 




















BY D-PAD DESTROYER 


"Developed by Deep Red 
a ™ Published by Eidos 
WHY GO ON a hot date when you Target release date: Spring 2002 


can take a vacation? Spring Break, a 
new beach resort sim from Deep Red and Eidos, will enable you to build 
your own holiday destinations and watch tourists as they dance, get drunk, 
and otherwise try to fulfill their vacation wishes. You'll have to book en- 
2 tertainment, hire 

representatives, and 
lay out buildings — 
choosing from 40 
structures that in- 3 
clude nightclubs, beer Oe 
stands, beachfront 
stages, and swimming 
pools—to please hun- 
dreds of customers, 
each with their own oS, ot e 


needs and desires. G gcxoxexts a) meee OEE 


Winnows 95/98 





































; ™Published by Codemasters Siaseur sens 
IN PRISONER OF War, you'll be BG = Target release date: June 


just that—an Allied soldier attempt- 
ing to escape from some of the toughest World War Il POW camps. You'll play as Captain Lewis Stone, a downed 
American Flight Officer charged with not only escaping from German prison camps, but also with completing his 
original surveillance mission and reporting back to London. You'll 
need to communicate with fellow prisoners and employ stealth 

and smarts, using tactics such as impersonating guards or setting 
up mass escapes, to make your way out alive. It will take more 

| than brute force to get out of this one. 


BY D-PAD DESTROYER | 
™Developed by Wide Games @ | 
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Developed by Irrational Games 


Published by EA Games/Crave 


Freedom Force fi Target release date: Spring 2002 


Pa 2S 














°) THE OLD-SCHOOL SUPERHEROES Of the 1960s were larger- 
than-life projections of Truth, Justice, and the American Way. Those 
are the kind of clean-cut champions you'll get to control—and 
_ create—in EA’s Freedom Force, a campy strategy/RPG hybrid that’s 
| shaping up to be a must-play for fans of the comics of yore. 
Guiding heroes with names like Minuteman, Mentor, and Alche- 
miss, you'll find that Earth is being threatened by an alien force 
known as The Domain, led by the sinister Lord Dominion. He has 
unleashed Energy X on hapless earthlings, turning mild-mannered 
men and women into superheroes—and, of course, supervillains. 
Although the preview build of Freedom Force was only 80 
percent complete, the deliciously cheesy voice-overs sounded ap- 
propriately melodramatic, and the top-down graphics were bold and crisp. The 
single-player campaign rolled seamlessly from tutorial into gameplay, and the 
multiplayer mode will enable you and your pals to be superfriends. Controlling 
multiple characters was complex and camera control was a little confusing, but 
there's still time to tweak those before the game's release. Fans of 
classic comicbook creators like Jack Kirby and Stan Lee will defi- 
nitely want to check this one out. Excelsior! G 


















































IGI 2: Covert Strike OD sscsanicea wr iwaealeuiie 


Published by Codemasters 
Project IGI: I’m GoiNnG IN was an underappreciated gem that snuck Z| "Target release date: May 


‘onto PCs over a year ago, delivering nail-biting covert-ops action. Its sequel, 
IGI 2: Covert Strike, aims to clean up the niggling flaws of the original [= 
and expand the series’ appeal by adding team-based multiplayer ac- 
tion that revolves around completing missions as a group. 

The allure of the first game stemmed from its gripping first-person 
combat, which favored crafty, stealthy infiltrations of enemy bases 
over gonzo carnage. IG! 2 will retain that style, but the developers 

3 are focusing on 
retooling the A\l. 
so that the enemies react more intelligently to threats, 
utilize better tactics, and work together more effec- 
tively. David Jones will return as the main character, 
and he'll be tasked with penetrating enemy airbases, 
harbors, and other installations. Some of IGI 2’s mis- 
sions will also involve operating underwater or in 
low-light conditions. If the game lives up to the poten- 
tial of these promising screens, IGI 2 could turn into 
one of the surprise hits of the spring. (4) 





Winvows 95/98 
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BY D-PAD DESTROYER 


PFeEViLeUWS 


Developed by lo Interactive 
= Published by Eidos Waeoue tan: 


Hitman 2: Silent Assassin Y. f) = Target release date: Spring 2002 eT Lee 


lo INTERACTIVE Is tak- 
ing the smooth stealthiness 
of the original Hitman: Code- 
name 47 and infusing it with a 
much tighter control system, 
sweet new graphics, and even 
more ways to take out your 
mark. You'll play as the Hit- 
man, a crack assassin tricked 
back into the life of crime by his old 
boss. Using weapons that range from 
knives and guns to chloroform and 
poison darts, you'll take out targets 
and hone your skills for the next 
victim. If you thought Solid Snake 
wasn’t clever enough, keep your 
eyes on the Hitman. @ 














f sXe f=) of Wonders 2: "Developed by Triumph Studios 
f : ™Published by Gathering of Developers Re 
The Wizard's Throne w Target release date: Apri FIRST Looe Kk 


In Ace of Wonpers 2, you'll have to master six kinds 
of magic (Life, Death, Earth, Air, Fire, and Water) in order to 
protect High Wizard Gabriel's throne from powerful would-be 
usurpers. A turn-based strategy game in the vein of the old- | ‘ 
school Master of Magic, Wonders 2 will put you in control of ha 
fantastic magics and horrific mythical creatures. You'll summon 
beasts, recruit soldiers, and research spells to use in isometric, 
tactical battles. Do well, and you will rule the Age of Wonders. 




















1503 A.D. Seo Ser G@ 


™Published by EA Games 
EMPIRE BUILDERS AND military mTarget release date: Summer 2002 


strategists unite! 1503 A.D. (formerly 
titled Anno 1503) will put you in control of the destiny of an entire civilization 

as you land on the shores of a strange land and try to build a small group of 

settlers into a mighty empire. The game will adjust itself to your gameplay 
preferences while you play: If you start picking fights, you'll 
face more military opponents; but if you take the more 
peaceful, diplomatic route, you'll explore more political 
obstacles. Traders, diplomats, and war gamers should all 
find something to like about 1503 
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You're feeling pretty fly, hero. You've just killed hordes of the evil undead, kicked the butt 
of your girlfriend-stealing former best friend, rescued some Sorceress-hotties and saved the kingdom. 
You've sprung into the public eye as the star of the next epic adventure from Capcom. 





Maximo places you in the heart-print boxer shorts of the noble knight . 
Maximo ~ hero, warrior, and all-around great guy. Go medieval for hours on 20 huge levels. id 
Can a knight save the day? When you're living life to the Maximo, anything’s possible. 










PlayStations 





AN TROU ROO 


CAPCOM CO.,LTD. 2002 ©CAPCOM U.S.A., INC. 2002. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo are 
registered trademarks of CAPCOM CO., LTD. MAXIMO is a trademark of CAPCOM CO., LTD. Character by ©2002 Susumu 
Matsushita Company/Master Licensor Dream Ranch Inc. “PlayStation” and the “PS” Family logo are registered trademarks of 
Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 













PROTIP: Enter the Star Road by climbing this hid- 
den vine in the secret Ghost House in World 2: The 
Donut Plains. 


ZONE OF THE ENDERS 








BY STAR DINGO 

B,] m Developed and published by 

Nintendo 
$34.99 


FUN 
CONTROL FACTOR 


Action! 
adventure 


‘@2 players 





















_ PROTIP: Get unlimited 1-Ups at the Open the Blue Switch Palace 
ect beginning of Yoshi's Island Area 2, Clear by heading to the eft of this lakebottom 
this row of turtles with a single shell, _ exclamation block in Area 2 of the For- 
then exit and repeat. est of Illusion. 
































2 : | 
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Luigi's jumps “float,” and he can ex- 
ier ‘tract all 10 coins from a 10-coin block 
in just one hit 


Developed and published by GRAPHICS SOUND __CONTROL_FACTOR 
Konami 
$39.99 ‘mStrategy 


Available March I player 
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BY TOKYO DRIFTER 








‘™Developed by Marvelous CONTROL FACTOR 
Entertainment 

= Published by Sammy It | 

$39.99 = Fighting E 


Available now —— 12. players 











BY FOUR-EYED DRAGON 


FUN 
GRAPHICS SOUND CONTROL __ FACTOR 


™ Developed by Red Storm 
™ Published by Ubi Soft 
$39.99 = Action 


Available March 4 players 





G&G 


BY STAR DINGO | 


FUN 
GRAPHICS SOUND CONTROL _ FACTOR 


Developed by Empire Interactive 
3 = Published by Capcom 
Strategy 
I player 


BY MAJOR MIKE 


run 
™ Developed by WayForward connot_ FACTOR 


Technologies 
™Published by Capcom 
$24.99 Action! 


"Available now adventure 
=I player 
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BY STAR DINGO 


BY STAR DINGO y 
(=) 
J ™ Developed and published by 3D0 


"Developed and published by Konami 
AN i] Target release date: March Gane Boy Apvance 
ce i in 


L. VN@A| "Target release date: March Game Boy Aovance 











BY PONG SIFU BY STAR DINGO 


D2) = Developed by Revolution Software "Developed by Arc System Works 
"Published by Sammy Entertainment 


mTarget release date: May 


™ Published by BAM! 
m Target release date: March 


Gane Boy Apvance 











as Rak teas CES 
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Office of National Drug Control Policy/Parinership tor a Drug-Free America” 


Sometimes just hanging ovt woth friends 


is all tt takes to have a X +we, 
But stead, 





lose your pareats’ trust aad you Can lose your Creedona , too. [Cl rjul $|t 


THE ANTI-DRUG. 


we 


— 
a WORLD NEEDS A HERO AND THERE Is ONLY (i) 4 mAs FOR THE JoB. 


An all-new ACTION-PACKED ADVENTURE. Immerse yourself in 
12 PULSE-POUNDING MISSIONS. intense FIRST-PERSON ACTION. Breathtaking DRIVING LEVELS i 
oe, sportscars, including the ASTON MARTIN® DB5, BMW®75OiL and BMW®Z8. Employ sfate-of-the-art GADGETS. 
RUC) Wield HI-TECH WEAPONRY. Meet STUNNING BOND GIRLS. Joumey to EXOTIC LOCATIONS actoss the globe. 
SL 76 Frag your friends in FOUR-PLAYER SPLIT-SCREEN action. The next generation of BOND has arrived on 
. the PLAYSTATION®2 computer entertainment system, the XBOX’ video game system, and Nintendo GAMECUBE.” WWW.EAGAMES.COM 





arin Lagooda Lint Fo Mat Caan The BMW gh, 


ited Ansts Corporation. James Bond 07, James Bond Gun and 8. Loge and al tir days 


used unr license from 


components) ©2002 0 
an Bectronic Arts™ brand, Aston 


andthe Xbox logs are trade 


(Gaede logo are badamars of Nintendo, ©2001 Ni 
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Violence 
Suggestive Themes 





You turned the system off hours ago. But as you teeter on the 
edge of sweet slumber, there’s the game again. It plays on like 

a lullaby, just under your eyelids, an omen of the fun you'll have 
the next glorious moment you get the controller in your hands. 
You'll find game power like this in Nintendo GameCube)” now at 
Wal-Mart. We have all the: games you’ve been dreaming of and 
Every Day Low Prices that mean you can actually afford them. 








WAL*MART 


ALWAYS LOW PRICES. 





ASK) 
ca wi CUBE 










» controllers? 








: toe cube ice 
do GameCuPs Nintendo. e i ee | SF 
i mn to) gor 
ODUCTS RANGE FROM Ninte’ F Modul Jet, Wn iY bcd 







PRI 
EVERYONE to TEEN 


CONTENT 


| =e—4 


arch. 
RF Swi | As 


~_ IM, ®, Game Boy® Advance, and the Nintendo GameCube™ logo are trademarks of Nintendo. 
Il other game copyrights and trademarks are property of their respective owners. ©2002 Nintendo. 














































BY FOUR-EYED DRAGON 
™ Developed by Argonaut PF) OX) 
™ Published by Sierra 

mTarget release date: Fall 2002 


PuaySration2 0x 


FIRST LOOK 





In Malice, the Fire Dog Demon has 
run amok, causing hysteria and a 
warped reality to spread through the 
entire world. Playing as the tough 
teenager Kat and armed with a hu- 
mongous hammer, you'll have to 
travel back and forth in time to 
undo what has gone wrong in each 
time zone. You'll evolve through 
different incarnations and eventually 
turn into a Goddess powerful enough 
to defeat the hell hound. 

This platform-adventure game will 
contain 22 free-roaming levels filled 
with tons of puzzles and arcade action 
to keep your wits and fingers on high ES as i ae ~~ " 
alert until the very end. To help win You can expect to see sharp graphics and a lot of wide-open areas in Malice. 
battles, you'll be able to 
wield high-caliber magical 
weapons like the Mace 
of Clubs and the Quan- 
tum Tuning Fork. Even 
without a blunt object, 
you'll be able to punch, 
kick, and smash your 
Opponents. 










MALICE IN 
WONDERLAND 
By the look of these early screens, Malice is already shaping 
up to be a visual showpiece. In fact, Argonaut promises 
that upon its completion, Malice’s dark and comic tale 

will be told with high-resolution graphics, real-time 
shadowing, and no pop-up. Plus, you'll encounter 
a variety of colorful creatures and vivid indoor 
and outdoor environments. The malicious- 
ness will begin this fall. 


Note: All screens shown here are 
from the Xbox version. 








CSERENII AE 
1 | 
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Developed and published by LucasArts 


Star Wa rs Target release date: March nM ANDS. a 








Jedi Starfighter 


A Long Time Ago 








The original Starfighter was one of the first dazzling PS2 games of 2001, and 
Jedi Starfighter looks primed to continue that streak in 2002. The game's 
story revolves around Jedi Master Adi Gallia and the pirate Nym, who is a 
returning character from the first game. The unlikely duo pairs up to fight 
the evil Captain Cavik Toth as Nym strives to reclaim his home world from 
the Trade Federation, while the fate of the Jedi order rests on Adi’s mysteri- 
ous quest. LucasArts hopes that this story, which intersects with key mo- 
ments from the Episode II film, will be a more compelling part of the game . 
than it was in the first Starfighter, but the cut-scenes weren’t up and running ins ; ; , Capital Turret 
yet in the preview version, so that's still unknown. “4 73 : 
But it’s already clear that LucasArts fixed the original game's other major 
shortcoming: minimal multiplayer action. Jedi Starfighter will provide the op- 
tion to play through each of the 15 single-player missions in two-player split- 
screen cooperative mode—a truly impressive addition. Once you unlock 


bonus missions, you'll also be able to tackle standard two-player dogfighting The second episode of iataenns’ acclaimed space-combat series will kick into 
and other mini-games. hyperdrive this March, and the Force is already strong in this one. 























In a Galaxy Far, Far Away 


In the preview version, the missions felt comfortably familiar yet different enough to be exciting. In one, 
Adi and Nym dealt with an assault of sea-based subs and destroyers, while in another, they attacked a 
space station brimming with turrets. The controls were very responsive, and a new objective tracker 
that highlights key mission goals at all times was a big help. The five training missions should also 
get newbies rolling. 

Visually, there weren’t dramatic improvements over the original, but a lot of the scenery sported 
more detail. The new weapons—Adi’s Force Powers and Nym’s missiles and mines—were also a blast 
to deploy. As long as the final wave of bug-fixing and tuning goes smoothly, Jedi Starfighter should 
sizzle with more awesome space combat this March. 











IF Bxtiesnip 
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Previews BIS oy major mixe 
WW Developed and published by Capcom @ 
j lease date: Summer 2002 Susann 

Resident Evil eal FIRST LOOK 


MORE DETAILS WERE recently 
revealed on the upcoming Resident 
Evil “remake” for the GameCube, 
which will be Capcom's first title for 
Nintendo's next-gen platform. Rather 
than present an entirely new Resident 
Evil game, the developers are revisit- 
ing the first game in the RE series and 
giving it a graphical face-lift that will 
put the ‘Cube’s processor to good use. In the game, you'll play 
as one of two members of a special police unit trapped in a hell 
house that has been overrun by zombies and other monsters. 

Sure, it’s a familiar formula, but the GameCube incarnation of 
the first Resident Evil game will contain some new elements over 
those of the PlayStation version, such as new areas, a fully ren- 
dered opening cinema, and tweaks to the combat system that will 
enable you to utilize objects in the environments as 
weapons—how exactly this will work is currently 

" Bs under wraps. In addi- 

tion to the first Resi- 
dent Evil, RE2, RE3, and Code: 
Veronica X will also be released 
for the GameCube. Those titles, 
however, will be straight ports 
and won't get graphical make- 
overs or reworked gameplay 
elements (sniff). @ 

































Auto Modellista sascha 


Capcom ISN'T RENOWNED for churning out racing games, but all that 
may change with Auto Modellista—and just one look at these gorgeous 
screens should tell you why. But Modellista won't rely solely on pretty pic- 

4 -——— ) tures: Sure, it will use 
cel-shaded visuals—a la 
Jet Set Radio Future— 
but the game will also 
feature fully licensed real- 
‘ world cars and a unique 
physics engine that won't 
exclude non-racing fanat- 
ics. Modellista will also enable you to customize your wheels 
with paint jobs, decals, team logos, and more. 

Modellista’s producer, Yoshihiro Sudo, previously worked 
on such titles as Capcom vs. SNK 2, One Piece Mansion, and 
Power Stone 2—among others. It should be interesting to see 
how his skills fare on the racetrack. Although Modellista is slated 
V fora late 2002 release on the PlayStation 2, it’s one title that 
A gamers should keep on their year-round radar. @ 


Developed and published by Capcom 
Target release date: Fall 2002 PuavSrarion 2 


FIRST LOOK 














4AM 








GAMEPRO APRIL 2002 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


SNEAK 
Previews 











BY ATOMIC DAWG 


Developed by The Collective 


Published by EA Games 
: April 
Target release date: April PANES SG erK 


Buffy the Vampire Slayer 


Burry THE VAMPIRE SLAYER is preparing to take a stab at 
the Xbox with its 3D-action gameplay. In the game, Giles, Spike, 
Xander, Willow, and the rest of Buffy’s “Scooby gang” will make 
appearances in a Sunnydale story line that mirrors the TV show. 
Bloodsuckers, demons, zombies, and assorted oddities will be out 
in force, but even in the 
good-looking preview build, 
Buffy unleashed an awesome demon-demolishing offense. Using 
the punch, kick, and jump buttons, you could bust combos, throws, 
and super moves like spinning backhands, jabs, roundhouse kicks, 
knee blows, and mean stomps. Anti-evil weapons will include 
stakes, spades, and, of course, a Super Soaker—type water gun 
that blasts both holy water and fire. Buffy fans should really be able 
to sink their teeth 
into this game. 1G] 


















































| push the button, the secret agent 
shoots. | hold left on the analog stick, 
he runs left. Pretty simple stuff. 

So when | go to buy that second 
gamepad, Ill just grab one- 
Developed by Rainbow Studios They’re all the same. It’s not like these 
Published by LucasArts things are complicated devices 

. like a GameShark. 





Whit, no fearsome words about how fm going to die in agony er 









BY PONG SIFU 





Target release date: February 


A ee Oo 





Of course, if a company can 
develop a product as sophisticated 
as GameShark, they could 
probably make a pretty 
nice gamepad, right? 


Star Wars Racer Revenge 


IT HAS BEEN eight years since the famous Boonta Eve Classic, 
and Galactic Podracing has become faster, more widespread, and 
much more brutal. After years of seclusion, the nefarious Sebulba 
returns to the circuit to avenge his humiliating defeat by Anakin 
Skywalker in Star Wars Racer Revenge for the PlayStation 2. The 
control scheme in the preview build was simple, and the pod- 
racers handled well. Though the frame rate ran steady, the tex- 
tures looked a little 
rough, and there was 
an abundance of draw- 
in and fog. All of this, 
of course, should be 
cleaned up before the 
game is released this 
February. G 
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Developed by Polyphony Digital 
Published by Sony 
Available now in Japan 


PLavSrarion 2 


OVERSEAS PROFILE 





RELEASED IN JANUARY in Japan as a sort of 
add-on pack, GT Concept highlights the unusual 
concept cars that often grab the spotlight at auto 
shows. The lineup ranges from the outlandish 
Toyota Pod and Suzuki GSX-R/4 to the sporty 
Mazda RX-8 and Honda Dualnote, along with a 
selection of traditional GT rides. There’s no 
garage and no Sim or Arcade mode—instead, you qualify on an track, pick your 
car, and unlock other cars with victories. GT Concept supplies four tracks from 
GT3 (Mid-Field Raceway, Tokyo R246, Tahiti Maze, and Swiss Alps), while Autumn 
Ring, a course from the series’ PS days, makes its PS2 debut. 

Sony has yet to even discuss the possibility of a U.S. release, but GT Concept 
is available as an import for about $50. If you own a Japanese PlayStation 2 and 
proudly call yourself a GT fanatic, you'll definitely want to check it out. Other- 
wise, since the game is pretty brief and pretty identical to GT3 as far as graphics 
and gameplay go, you can let your engine idle for now. G 





















Too. 
‘eeeeee 


Developed by Smilebit 





Published by Sega 
SeT IN AN alternate, > Target release date: March 


steampunk-inspired future, 
Gunvalkyrie is a fast-paced bug- 
shooter developed by Smilebit 
(Panzer Dragoon, Jet Set Radio). 
Though originally scheduled for 
the Dreamcast—and slated to 
make simultaneous use of the 
controller and light gun—the 
kd eo game will now appear on the 
Xbox. As a cybernetic super-soldier armed with an arsenal of bug- 
shredding weapons and upgradable, biomechanical armor, you'll go up 
against legions of giant insectoids. The graphics in the preview version 
looked super-sweet with smooth, fantastically shaded animation, while the outdoor environments featured beautiful 
textures, exotic alien flora, and hordes of gargantuan, squishy arachnids to pulverize into bug paste. 

So far, so good, right? Well, not so fast. While the controls in the early build should have 
enabled you to effortlessly run and shoot in every direction, they instead made it impossible 
to turn right or left without running around in a large circle. Unless fixed, this could be 
a killing blow for a game that requires quick response time and sharp maneuverability. Hope- 
fully, Smilebit can fix this aspect before the game's release. 1G] 
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BY FOUR-EYED DRAGON 
d= Developed by Sony (FF) 
Published by Fresh Games Pe 


HANDS-ON 








DA} = Target release date: March 













Mr. Mosquito 
EVER WONDER WHAT the heck those pesky mos- 
quitos are thinking as they buzz around your ears and 
suck your blood? Now you'll know, thanks to this truly 
unique game in which you play as a mosquito that must... 
well, buzz around ears and suck blood out of innocent 
bodies. In the preview version, controlling Mr. Mosquito 
was oddly fun. After flying around and trying not to be 
OOO a swatted, you had 
to land on a spe- = 
cific part of a human body, 
puncture the person's skin, 
and then carefully sip out the 
red treat. Be mindful—you 
might enjoy getting bitten by 
Mr. Mosquito this March! G@ 
























BATTLE TIME 


connect, 


Cables. Exciting stuff, wouldn't 
you say? RFU, AV/S-video, extension 
cables — all very compelling. 

But without wires, plugs and adapters, 
| don’t play. Period. So when | need a 

Developed by Sony cable, maybe I'll take an extra half- 
Published by Fresh Games FycTovel are Com (ole) aa Colm i=] Molt les) (- Maat am [oye [om 
Target release date: March They make GameShark, gamepads 


2 4 and racing wheels. 
Mad Maestro 


Map Maestro 1s taking the music and rhythm genre to the next 
level by incorporating pressure-sensitive buttons into the gameplay. As 
an orchestra conductor, you'll have to show people how important music 
is to their livelihood by playing masterpieces by noted classical composers 
like Brahms, Tchaikovsky, Wagner, and Grieg. The gameplay was surpris- 
ingly addictive in an early version since it wasn’t 
too difficult to learn the timing of the button 
presses, and 
the graphics 
were colorful. 
The melodies 
of Mad Maestro 
could strike a 
chord with you 
this spring. @ 














BY FOUR-EYED DRAGON 




















InterAct also makes damn-fin 
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BY D-PAD DESTROYER 


Developed by Crystal Dynamics 
Published by Eidos 
Target release date: March 








A) 


PuaySrarion 2 


HANDS-ON 
































You FOUGHT AGAINST him in Soul Reaver and Soul Reaver 2, 
and now you'll get to be Kain, the vampire king who thrust the 
world into darkness in the original Blood Omen. A mysterious 
energy has allowed humans to conquer the vampire world and 
after being defeated, Kain rises to take back his throne. Since 
he’s one of the most evil characters in gaming history, Kain will 
have all the dark powers of the undead at his disposal like super- 
naturally long leaps, the ability to take the form of mist, and the 
capability to control the minds of the enemies who stand in his way. 
The latest preview version showed a marked improvement in 





the look and feel of the game's earlier builds with Kain controlling |__| 


well and fighting like a maniac. Puzzles consisted of moving boxes, throwing 
switches, and other not-exactly-mindtwisting challenges that you've come to 
expect from the Legacy of Kain series. The biggest change from the Soul 
Reaver games was the feeling of darkness that you got from actually playing 





Al 


A 
a 





















as Sih The preview version was slick about giving you chances to use Kain’s 



















~~") dark gifts, and it offered plenty 
“| of hapless mortals to prey 








| upon for blood. G 











Deus Ex: The Conspiracy 


MANY PEOPLE ARE conspiracy theorists at heart, but is it considered 
paranoia if all your fears are true? A buzz about a console version of the 

spectacular Deus Ex has been floating around, and, indeed, the rumors are 

true: One of PC’s best games ever is coming to the PlayStation 2 as Deus Ex: 
The Conspiracy. If it’s as good as the PC version, then it will be one conspiracy 

that will benefit all of mankind. 

The PlayStation 2 version of Deus Ex has been rebuilt from the ground up 
with console controls in mind, and it showed in the preview build’s streamlined 
interface and easy menus. lon Storm has taken the PC version's complex 
system of menu screens, inventories, and commands and turned it into a 





Developed by lon Storm 
Published by Eidos 
Target release date: March 























































system of one-touch menus and easy-to-read texts, and 
the preview build’s controls felt intuitive and simple. 
Even with all the streamlining, The Conspiracy 
hasn’t sacrificed any of the PC version's gameplay 
complexity. Multiple paths through each level will 





enable you to play however you want with each level 
redesigned for the PlayStation 2. It may even be worth 
it for PC veterans to take a look at this efficient 





Costes 


Chitsterras 


"The covert eanipilation af computers andsecurity 


JUNTRAINED: An agent:can use terainalstaread 





new version. 1G] 
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BY STAR DINGO 


Developed and published by Tecmo 


Target release date: March 






Fatal Frame 


PaySrarion 2 


HANDS-ON 





WitH ITs 





















“LOST LOVED ONE” story line, sinister 
shadow-play, fuzzed-out camera filter, and a preview build 
that suffered from the same clumsy control scheme that 
plagues other survival-horror nightmares, Fatal Frame 


may seem like a 
Japanese-flavored 
Silent Hill 2 clone 
that you'd probably 
dismiss. Five min- 
utes with the game, however, should be enough time to change 
your tune. In a unique, refreshing twist, Fatal Frame will feature 
No weapons, per se—just you (a young girl named Mika) and your 
mystic camera that has the utterly eerie ability to trap souls and 
take exceedingly creepy photographs of things the naked eye 
can’t—and wouldn't really want to—see. 





























BY STAR DINGO 


Target release date: October 
































GAMEPRO 


Developed and published by Acclaim 


PuaySraTion2 — GameCuse 


HANDS-ON 


Vexx 


ACCLAIM’S FIRST FORAY 
into 3D platformin’ looks 
primed to be a slightly darker 
Banjo-Kazooie for slightly 
more grown-up minds. The 
50-percent complete Xbox 
preview build already played 
quite well with a nice arsenal of unique moves (thales to the 
ancient Astani Battlegauntlets painfully grafted to Vexx’s arms), 
gorgeous cartoony/surreal levels (like an underwater dome, com- 
plete with leviathan lurking outside), and an instantly memorable 
and experimental jazz-fusion-rock soundtrack. If everything goes 
according to Acclaim’s a surly young Vexx could have a great 
future in this 
glutted, hostile, 
3D-platform 
action/adventure 
job market. (GZ) 





Note: All screens 
shown here are 
from the Xbox 
version. 
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cheat. 


Sure, some people call it cheating. 


To me, it’s “video game enhancement’ 


Either way, | prefer using GameShark to 


explore every level without worrying 
about how many bullets | have left, or 
where | can find some stupid health 
pack. If you enjoy dying and replaying 
the same levels, that’s your choice. 
But InterAct has made my gaming 
much more fun with GameShark. 


So go ahead, call it cheating. 
{call it fun. 


Play Wilh Us. 





INTERAEF 


www.InterActAccessories.com 
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forever without the need of an ex- 





BY D-PAD DESTROYER 


Developed by Sony 
Published by Atlus 
Target release date: Summer 2002 


Sky Gunner 


THE CITIZENS OF Rive are cele- 
brating the creation of the Eternal 
Engine, a machine capable of running 


FIRST LOOK 





ternal power source. This perpetual 
motion machine powers a luxury liner 
called Melwind, which you and the 
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other Sky Gunners must 
defend. You'll take to the 
skies in one of three specialized flying craft to fight the evil 
squadrons of Ventre, a criminal genius who plans to steal the 
Eternal Engine for his own use. 

Sky Gunner will give you the choice of three characters— 
Ciel, Copain, or Femme—each with their own special maneu- 
vers and attacks. You'll fight in the skies over gorgeous environ- 
ments and take on tons of enemies with weapons as diverse 
as cross missiles and pump- 
kin bombs. If simply taking 
down enemy airships isn’t 
enough, the game will score 
you on your performance 
to unlock secrets and hid- 
den gameplay modes. Full 
voice dialog will tell the 
story, which will be slightly 
different depending on 
which pilot you choose. 1G} 































Turok: Evolution 


DEVELOPERS AT ACCLAIM’S 
Austin, Texas, studio have made a 
startling discovery: Evolution is a violent process, filled with death, destruction, 
and scaly, reddish chunks of reptile meat. With Turok: Evolution for the Play- 
Station 2, GameCube, and Xbox, Acclaim is taking the Saquin warrior back 
to his roots, telling the pre-Nintendo 64 tale of Tal’Set’s arrival 
at the lizard-filled FPS dystopia known as the Lost Land. In 
addition to the usual dino-disemboweling gameplay, Acclaim is 
adding pterodactyl-flying missions, Halo-style squads, and a new 
robust deathmatch mode. 

The roughly half-finished Xbox preview build featured solid 
controls (although sniping was a little touchy) and boasted an 
array of cool weapons that ranged from vomit-inducing arrows 
to impractically surreal machine guns to remote-controlled 
robo-spider bombs. The mass of trees—some of which you 
could knock down onto your foes—gave a good sense that 
you were in the thick of a rain forest, though up close the tex- 
tures seemed kinda rough for a next-gen system. Don’t worry 
just yet, though: Turok has plenty of time to Evolve before his 
release this September. 1G) 


Developed and published by Acclaim 
Target release date: September 
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Note: All screens shown here are from the Xbox version. 
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i control. § connect. § cheat. 


\) am interact. 
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is low because you're using GameSharke for infinite health and ammo. 


No, we don’t make games. But we do make your gaming experience more enjoyable. 
GameShark and Gamepads. Memory Cards and Monitors. Even simple stuff, like 
Adapters and AC cables. 


We are one with the game. Play With Us. 
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www.InterActAccessories.com play With ts" INFER/IEF. 
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4) Nh Leeney Ts Born. Iv THE Hepp: COMMUNITY YOU HAVE TWO TYPES: THOSE THAT FIGHT EVR. AND THOSE THAT HAPPEN TOBE AROUND WHMlE\OTHERS ARE 


is 
DOING THE FIGHTING, -.NTRODUCING ni (THE FiGHTER) AND DAXTER (UMM, THE OTHER GUY). JOIN THEM AS THEY VOYAGE TO DEFY THE FORCES OF EVIL ON 





URE MANY DREAM ABOUT...BUT FEW DARE ATTEMPT. TO FIND OUT MORE ABOUT THEIR LEGENDARY QUEST, CHECK OUT WWW.JAKANDDAXTER.COM. 
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Violence 
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If you need to escape the daily grind, come to Best Buy. You'll find tons of 
games and you can play all you want. Which beats working through lunch. 
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BY STAR DINGO 


a by Inland Productions 


i ™ Published by Ubi Soft 
mTarget release date: March 








47 
MONSTER JAR 


Ake Twisted MeTAL. Now change Sweet Tooth’s name to 
Grave Digger, give him the special ability to crush an entire row of 
"87 Honda Civics in two seconds flat, and you have Monster Jam! 
w= This 4x4 destruction derby 

sawass | will let you tear apart 26 
of the world’s most famous 
monster trucks in arenas 
like a jungle temple, a film 
studio backlot, and even a 
pseudo-replica of Las Vegas. 
The graphics in the preview 
build were overly simplis- 
tic, but the fun, 
two-player split- 
screen carnage 
and selection of 
mini-games should 
make up for the 
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game's minimalism "TSS; (age Sages You're doing ollies, kickflips 
pe when Monster : 4 * z 
Lt am ships this “~ — and noseslides In your 
ee March, March, 


e : edroom and there’s nothing 


STER JAM : 8/8 | March. G gS - é 
Ey Wh & mom can do about it. 
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Developed by Paradox 
= Published by Activision 
mTarget release date: Summer 2002 
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pa SS 


I$ OFF 


any video game 
software title *29.99 and up. 





CTIVISION’S SERIES OF mutant fighting games 
hasn't soared to the same heights as the famed comics, 
but perhaps the third time will be the charm with X- 
Men: Next Dimension. Bastion’s Prime Sentinels have 
kidnapped Forge, and Magento’s Brotherhood of Mutants 
has joined forces with the X-Men to tackle this new 
threat. The bouts 

=, will go down in 

non-arena-style 
i 7 i@ JS . | environments with multiple levels and destructible objects, and the 
an ie dh « 1) gameplay will feature aerial action, “advanced” combos, and eight- 


way movement. You can 


Good only at Best Buy in combination with other 

coupons or 0 

customer. Not 

no rainchecks. wpon must be presented ot time 
upon value is 1/100 of one cent. 








woduct qualifies. Scan coupor 
le. Heth qualified item. 
2” Press “Tob.” Enter 

on coupon and place in regi 


4 ""00045 0261 Il. 


on eee ee ee ee ee 


ed expect to start sharpening 
your claws this summer. 1G] 
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Note: All screens shown here 
are from the PS2 version. 


BestBuy.com™ 
© 2002 Best Buy 












GAMEPRO [35 ] APRIL 2002 





previews — EE 


Developed by Reflections 


Published by Infogrames 
Target release date: Spring 2002 FIRST LOOK 






THE DEVELOPERS OF Driver are taking a break from the life of crime and turning instead to cinema. 
Stuntman will put you in the role of a stunt driver for action flicks, and the gameplay will revolve around 
completing a set sequence of tricky maneuvers and stunts. If you 
please the director with the shots and stunts he wants, you'll get 
a gig at a bigger-budget film. The movies will range from a gangster 
caper in London to a John Woo-esque movie in the Far East to 
a Mummy clone in Cairo. You can starting shouting, “lights, camera, 
action!” this spring. @ 























BY FOUR-EYED DRAGON 


Developed and published by Namco 
Target release date: Spring 2002 GaneCune 


SMASHING DRive’s CRAZY FIRST LOOK 


theme may be too similar to that of 
other taxi titles. Still, Namco promises that this game will have all 
the same rambunctious features as its arcade counterpart. In the 
GameCube version, you'll drive a taxi and collect as many fares as 
possible while gaining points by running vehicles off the road, jumping 
over traffic, and destroying road obstacles. Even more spectacular 
will be the ability to transform into different roadsters, like a batter- 
ing ram or winged auto, after collecting power-ups. 


fcr erie gexaos chi Oaae 

















Developed by Wide Games 
Published by Codemasters penta 
Wipe Ga > PS2d , Pris- : 
mes’ PS2 debut, Pris: Ne Target release date: June FIRST LOOK 


oner of War, is sort of a combination 
of Metal Gear Solid and Hogan's Heroes. In this third-person stealth/exploration adventure, you'll play as Captain 
Lewis Stone, a flight officer who has been shot down and incarcerated in a German POW camp. Using nothing but 
your ingenuity, you'll have to avoid guards and searchlights while 
engaging NPCs to gather information and equipment that will 

enable your future escape. Wide Games is promising a living, 
breathing camp rife with incredibly immersive environments, a 
diverse assortment of missions, and massively intricate A.I. 1G) 
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Next: Assemble For Evening Rott 
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You've got one life. Make it count. Check out th 
Life Accelerator’ at navy.com or call 1-800-USA-NAVY. 


© 2001. Paid for by the U.S. Navy. All rights reserved. 
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Developed by Traveller’s Tales 
Published by Universal Interactive 





Target release date: 


Crash Bandicoot: Bae rick Gunner 2000 
The Wrath of Cortex 


ALREADY A HOUSEHOLD name on Sony's consoles and the Game Boy 
Advance, Crash Bandicoot is heading to new territory—the Xbox—with 
a port of the PlayStation 2 title Cortex Strikes Back. Content-wise, the 
Xbox version will be a carbon copy of the PS2’s with the exception of 
some tweaked levels. The 
game will also feature no- 
; ticeably improved graphics 
that sport cleaner details. 
Gameplay will still be tradi- 
tional 3D hop-n-bop, and 
the preview version featured 
dead-on, easy-to-learn con- 
trols. If you're a Crash fa- 
natic, you'll probably find 
this version of Cortex Strikes 
Back a must-have title. @ 


Army Men RTS oS) Dictlopadlby Paice 


Published by 3D0 
EveN IF You despise the Army Men Target release date: April 


franchise to the point of ostracizing 
those who play the games, you should 
check out RTS, which will put a differ- 
ent spin on the age-old battle between 
Green and Tan plastic armies. RTS’s play 
engine is being lifted di- 
rectly from the C&C uni- 
verse with simple—and 
addicting—point-and- 
click play mechanics that 
work perfectly with the PlayStation 2 controller. You'll be 
able to take your army through four modes of play, including 
Boot Camp and Campaign, and unlock hidden Great Battles 
and Special Operations. Oh, and by the way, the developer 
(Pandemic) was behind such PC RTS titles as Dark Reign 2 
and Battlezone Il. @ 


















































































BY MAJOR MIKE 















Developed by Paradigm 
Published by Midway 
Target release date: Spring 2002 






GaneCune 


FIRST Loo K 





driver Spy Hunter was given a new 
lease on life when it was completely revamped for the PlayStation 2. In the GameCube and Xbox versions of the same 
game, you'll take the wheel of the gadget-filled, weapon-packed, ultra-sleek G-6155 Interceptor, which can transform 
into a sports car, motorcycle, and powerboat. The game will feature 14 missions, including search-and-destroy and 
infiltration of enemy strongholds. However, you 
never know if Midway will slip in a few extra fea- 
tures when the ports appear this spring. @ 
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Developed by Z-Axis 


previeus a a 


Published by Acclaim PusyStavion 2. GaneCuse 


Chris Edwards Aggressive Inline ASA“ Terset release date: Summer 2002 guaran 


INLINE SKATING Is pretty much the only extreme sport that hasn't received the Tony Hawk treatment, but Chris 
Edwards Aggressive Inline will remedy that. Featuring eight pro skaters ranging from Edwards to Jaron Grob to Eito 
Ysutoko, the trick-based gameplay will take place on nine levels and will feature inline-specific stunts like skitching 

c= Ff off cars and swinging around poles. A park editor 
will enable you to create your own courses, and the 
game will offer a wide variety of single- and multi- 
player modes set to tunes from the likes of Saliva, 
Limp Bizkit, and Offspring. @ 


Note: All screens shown here are from the PlayStation 2 version. 


















BY IRON MONKEY 


Developed and published by Metro 3D 


z bs 
THOUGH A COMMERCIAL flop, Target release date: September 


the original Armada garnered critical 
praise for its unique combination of relentless space-shooter gameplay and RPG elements. In Armada 2: Star 
Command, you'll once again fight alongside six Earth-born factions—each with a unique arsenal of weapons and 
abilities —against the extraterrestrial Armada invaders. Metro 3D is promising over 400 hours of gameplay and will 
be implementing more robust RPG components, enabling you to upgrade not only your character and spacecraft, 
but space stations and colonies as well. Both the PlayStation 2 
and Xbox versions will ship in September. 9 


Note: All screens shown here are from the PlayStation 2 version. 
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Shayde: Monsters vs. Humans 


Metro 3D (developers of Dark 
Angel: Vampire Apocalypse) is work- 
ing on Shayde: Monsters vs. Humans, 
a first-person action/horror game in 
which you'll assume the role of either 
a human or monster 
and vie for dominance 
over the opposing 
race. Each of the 
single-player mode's ; iS) 
36 tension-fraught i 
missions will be spe- A 
cific to the species you select, while the cooperative online multi- 
player mode will support up to eight players. The foreboding envi- 
ronments, which range from murky tombs and caverns to gothic 
mansions, should boast incredibly modeled creatures, smooth 
animation, realistic lighting, and creepy shadow effects. G 





Developed and published by Metro 3D 
Target release date: October 
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Pac-Man's back, | 
and everybody's 
feeling it. 
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lem incredible adventure yet - 
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The ESRB Ratings Guide 


The interactive electronic enter- 
tainment industry utilizes a volun- 
tary rating system developed by 
an independent organization— 
the Entertainment Software Rating 
Board (ESRB)—so consumers 
know what to expect before buy- 
ing a video or PC game. The fol- 
lowing is a quick key to the most 
common ratings; for a complete 
description, check out the ESRB’s 
Web site at www.esrb.org or call 
800/771-3772 for more information. 


EVERYONE Titles rated Everyone (E) 
have content suitable for 
persons ages six and 

eSne older. These titles will 

appeal to people of many ages 
and tastes. They may contain 


minimal violence, comic mischief, 
or crude language. 

TEEN Games rated Teen (T) 
are suitable for ages 13 
and up. These games 
@2e~ could have violent con- 
tent, strong language, and/or 
suggestive themes. 


maturRE Games rated Mature (M) 
are appropriate for older 
gamers, generally 17 and 

@3eae up. Mature-rated games 

may contain more intense depic- 
tions of violence, stronger lan- 
guage, and, on rare occasions, 
sexual themes. 


umeraan ~The Rating Pending (RP) 

| icon may appear in early 
reviews of soon-to-be- 

sme released products. Look 
for the actual ESRB rating icon on 
the game’s package, check the 
ESRB’s Web site, or call its toll-free 
phone number for updated rating 
information. 





GamePro understands that par- 
ents care about the content of 
the video games their children 
play. That’s why every review 
printed in our magazine and 
posted on our Web site lists 
the ESRB rating. Below, we’ve 
circled this rating in a sample 
review box to help readers lo- 
cate it throughout GamePro. 





Note: Previews do not carry an ESRB 
rating as games are often not rated until 
theyre ready for review and purchase. 
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Max Payne 


By Rockstar 













Max Payne features insane 
violence with bullets and 
blood flying everywhere. It also 
glorifies solving problems through 
violence and deals with drug refer- 
ences and the intense psychological 
trauma of losing loved ones. In addi- 
tion, the game includes disturbing 
subject matter that could freak out 
younger gamers. 


Bloody Roar: Primal Fury 


By Activision 


Bloody Roar is a fighting game, and 
fighting games, by nature, involve two 
characters (in this case, humans that 
transform into animals) repeatedly 
beating each other up. There’s no 
blood—iust flashy anime-style effects 
when you land a blow. Plus, a few of 
the female characters are dressed in 
tight clothing; and one even features 
some “bounce” when she walks. 


Maximo: Ghosts to Glory 
By Capcom 





The whole look of the game is very 
cartoony, and the violence therein 
takes on a more comical tone. Swords 
smash skeleton warriors and other 
medieval beasts who crumple to the 
ground and disappear with no trace 
of blood. The most risqué aspects 
are the scantily clad, well-endowed 
damsels in distress, but it's nothing 
you wouldn't see in prime time TV. 


Note: Some box art may not display final ESRB ratings. 












Maximize your video gaming fun! Make the right 
purchasing choices by knowing exactly what 
kind of content is inside each game. 


Baldur’s Gate: 


Dark Alliance By Interplay 





Baldur’s Gate: Dark Alliance is a 
Dungeons & Dragons—based action 
role-playing game featuring mythical 
creatures blown apart by medieval 
sorcery and zombies’ limbs hewn by 
swords and axes. A few of the women 
are scantily clad, but the Teen rating 
is mostly for the game’s animated 
violence and mature story line. 


Circus Maximus: 
Chariot Wars By Encore 





Circus Maximus takes place during 
Rome's golden age when chariot rac- 
ing was the favorable sport. But this 
game isn’t a remake of Ben-Hur, it’s 
much fiercer with gladiators duking 
it out against each other as they race 
on chariots for first place. Fights can 
be brutal, but there’s hardly any blood 
and everyone respawns in full health 
if they lose a battle. 


LU] orm F-Jefe) ih 4 
By Crave 





UFC, which stands for Ultimate 
Fighting Championship, is based on 
the real-life mixed-martial arts event 
where brutes of all sizes punch, kick, 
grapple, and wrestle each other. Like 
the event, the game can be visually 
brutal to the eyes with realistic hits 
that make contact to a fighter’s face 
and body with every swing. There is, 
however, hardly any blood and no 
one ever dies. 


ESRB RATINGS FOR ALL GAMES REVIEWED IN THIS ISSU 


Bloody Roar: Primal Fury..........ssssssseees eminent 
Circus Maximus: Chariot Wars «......s.000+ asonees 
Jet Set Radio Future 
King of Fighters EX: Neo Blood.........scssssseseee 
Knockout Kings 2002 .........seseesseee eacecessessenencacee 





Maximo: Ghosts to GIOry...ssesesssssesrsrsssseeesseee 
MIF GS TAP OU cree race rcosssssiecesvaresteve%etsversnceiersevesrsess 
WWE Raw 





Moto GP 2 





Motor City Online.......secsssscsscsecssneesensecenencensaee 
NBA 212 o..sosssecsessssssssssssscsssenes astateneeveetesverestevscd 








NBA Inside Drive 2002........... eave vevesesrvesaenensscud 
NBA Street.........sscssscsssssossesessens sratessaeriadneaVores 
Pac-Man World 2... 





Shantae. 





Sheep... 


Super Mario World: 
Super Mario Advance 2......sscsessesssseneseseseneeee 


Tiger Woods PGA Tour 2002 . 





Tom Clancy's Rainbow Six: Rogue Spear....... 
World of Outlaws Sprint Cars.......sssesssereeeed 
Zone of the Enders: The Fist of Mars............. 


LETTERS@GAMEPRO.COM 
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BY PONG SIFU 
= Developed by Smilebit 
= Published by Sega 
$49.99 

ilable now 





wAction 



























Mm@aity jet Set Radio Future, Smilebit 

has surpassed itself and its original, seminal 
game with an exhilarating, addictive masterpiece of 
awe-inspiring visuals, nerve-shattering special effects, 
and a feverish mix of spine-cracking music—but JSRF 
is much more than just an adrenaline-soaked thrill ride. 
Woven into its electronic tapestry is a subversive ral- 
lying cry for individual creative expression, and a call 
to reaffirm oneself in the face of the overwhelming 
commodification of human life and the corporate- 
sponsored destruction of the imagination. 






Citi 
wie 
t 


JetseTRaDior 

FLicn THe Switch 

JSRF's gameplay is similar to the original’s as you roam 

from turf to turf, covering each district with graffiti and strug- 

gling against an oppressive police regime and rival gangs until 

your tribe has free reign over Tokyo. Like its prequel, JSRF 

has an amazing graffiti editor that enables you to create 

your own tags—a welcome feature in a medium not 
usually known to foster creativity. 

The controls have been tightened and are more 
elegant and responsive, while functions are more 
intuitively mapped out. Although the learning curve will 
be steep for first-time players, JSRF eases you in by teaching 
basic maneuvers and tricks, and then steadily increases the difficulty 
level until you develop quick, surgeon-like reflexes and precision. 
You'll need these skills to conquer the game’s immense, ingeniously 
designed levels, from the satanic, subterranean lair of the Poison Jam 
gang to the tortuous Sky Dinosaurian Square level. Each area is laden 
with suspended lines, corkscrew rails, serpentine pipes, and massive 
billboards that you'll need to grind, surf, and shred in flawless, 

breakneck succession in order to reach your goals. 


ame nen oe ee oe ee 
Jum. Darn Dun 

JSRF’s audacious character designs, brilliant cel-shaded animation, amazing 
lighting, and delirious camerawork will burst.your_retinas, while Tokyo's 
hypnotically beautiful cityscape stretches as far as the eye can see with 
absolutely no fog. DJ Professor K spins another robust compilation of elec- 


FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


m4 players 






If a target is on the map, it can 


no matter how insane the path is. 


Psd ea 
PROTIP: During Death Ball challenges, 
stay far ahead of your opponents by 
grinding anything you can for more 
speed, 


Ria 


Porn Star. 


aoox 4 


4/500) 





PROTIP: If you lose momentum during 
a grind, perform simple tricks to increase 
your speed. 





tronica, hip-hop, funk, and pop. The sounds seep into your bones, 
and combine with the visuals to produce.a sublime effect. It’s 
impossible to describe the experience of sidewinding down the 
spine of a gargantuan dragon statue, freefalling onto a trail of 
light, and then hyper zig-zagging along the suspended neon 
veins of 99th Street, all to the bombastic strains of Cibo 
Matto’s “Birthday Cake.” It must be played to be believed. 


PROTIP: Grind up the pillars in 
Pharaoh Park in order to get to 
the skyscraper district. 





LoVe i353 A bed Frat WELL 
JSRF also boasts new cooperative and competitive multi- 
player modes, which are a blast and run without a single 
frame stutter. However, the screen is split vertically in the 

two-player mode, cutting off your peripheral vision. Never- 
theless, JSRF is one of the most supreme gameplaying experi- 
ences you're likely to have this year, and single-handedly justifies 
the purchase of Microsoft’s mechanical monster. (G) 


CONTROL 45 


The controls have been tightened up 
since the original into an elegant, intu- 
itive scheme. The only drawback is that 
the camera tends to get stuck at times, 
which is a small price to pay. 


Jet Set Radio Future boasts an abun- 
dance of unlockable characters, graffiti 
art, and other secrets. 


maniacally 





GRAPHICS 5.0 


Simply put, JSRF is one of the most visu- 
ally unique and breathtakingly gorgeous 
games EVER. Not entirely cartoonish, 
nor overly realistic, it’s somewhere in 
between—urban, yet alien. 


SOUND 5.0 


JSRF makes your ears bleed with a ro- 
bust mix of hip-hop, electronica, and 
pop. Even if that’s not your thing, you 
won't be able to keep it from seeping 
into your skin and shattering your spine. 





Jet Set Radio Future features some of the most 


designed, imaginative levels ever seen 


in a video game. 


FUN FACTOR 5.0 


To play Jet Set Radio Future is a breath- 
taking experience. From the inimitable 
graphics to the hypnotically addictive 
gameplay, it’s captivating on every level 
and a must-have for your Xbox library. 
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, Face off with the mafia as a cop or 
, pulling off 20 tough, driving 
through the streets ofa 
fully , fully city. 
Unleash real-time in one of 
—from 5 
toa —then 4, 
relive the in stunningly 
replays. 


Enter to win an Xbox” 
video game system at 





“Activision's WRECKLESS” is, by far, one of the coolest-looking driving games we've ever seen.” 
“the most exciting, technically demanding, and amazing-looking driving game ever made.” 
“ the most graphically impressive Xbox title yet...” 
COA 


~ 
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Violence 








mi ACTIVISION. 


® 2002 Bunkasha Pi 0. > ision is activision.com 








BY D-PAD DESTROYER 
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GRAPHICS SOUND _ CONTROL FACTOR 





Developed by Anchor 
Published by THQWJAKKS Pacific GE 
$49.99 Wrestling ad 


Available now 4 players 







and some of the sweetest 
trances in the genre. Yes, Ur 
“rides to the ring on his mote 
Y2) taunts and poses as he comes to 

the ring. Steve Blackman does his little 
pseudo-kata. It’s all there. The Xbox 

lets Raw go nuts with the motion blur 








and the crazy TV-style camera angles, as well; in fact, the blur and camera are overzealous in many bbe WCE beak thy stig 7 


instances, and they actually detract from the look of the game. Many fans would prefer a more centered 
and clear view of the action, rather than all the hazy, poorly 
chosen shots Raw gives out. 



















Speaking of the ion, the actual fighting system is dis- 
| cercincigitlllterne that the developers also made 
the original UFC for the Dreamcast. In Raw, 
| striking attacks reign supreme, and kicks 
and punches easily interrupt grappling, 
attempts to stand up, and other sticky 
ih situations. Raw has a momentum sys- 
tem for gauging audience reaction, but 
it seems a bit off Flurries of punches _ 
5 actually hurt your momentum, while 
ts will carry your audience sky- 
want to succeed in Raw, you'll 
up your moves, but the game 
striking attacks and cheap shots. 
After UF ’s complex brawling system, one 
| migh ect more complexity from Anchor's 
F attempt, 
esentation-wise, Raw does almost well 
SmackDown: Just Bring It, but it lacks the 
spice and zip (not to mention the Season 
mode) of the PS2’s WWF champion. The 
in-game music is everyone's favorite generic 
rock, which seems to be the default for THQ’s 
wrestling games. It also seems as if announcers 
| in wrestling titles are becoming an endangered 
species—they’re noticeably absent from Raw. 




























































Wrestling fans looking for an Xbox fix will want 
this game. if cuympecalse it's the only Xbox 
ig t you have a PS2, though, — 
mackDown: Just Bring It; 
m to it, WWF Raw just 













CONTROL 3.0 


Wrestling games aren’t about striking; If you're a huge V 
the music during they're about wrestling. Not having a other point. Raw 
ck of an announcer good grappling system in a wrestling circumstance of 
game is nigh unforgivable. e 
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TALLISPOR 
CHALLENGE 
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PHO e Ve ew S a SESTy 
; ruN 
mDeveloped by Kodiak Interactive GRAPHICS __SOUND___CONTROL FACTOR 


mPublished by Encore 


$49.99 Chariot 
racing 


m4 players 


mAvailable now 


ADRENALINE-PUMPING ACTION doesn’t immediately;come to mind when 
you think of ancient civilizations, but that’s the best way to describe Circus Maximus, 
a no-holds-barred chariot racer full of originality and pee-in-your-pants combat. 


Circus!Maximus’s elaborate gameplay.comes.packed with unique and creative fea- 


tures. In the game, you take control of a two-person chariot with which youyrace 

around tracks set in ancient Rome, Germania, Cyprus, and Britannia. But this isn’t 

an ordinary wagon race. Besides steering, you can control the backseat warrior who 

can perform a variety of attacks on passing carts and help maneuver, the chariot by 

leaning into turns—and this is all done with just one controller! Surprisingly, being 

on the offensive and driving at the same time is simple to learn, thanks to the game's 

; 5 elegant design. Even the added element of pacing your horses so they 

don’t grow tired is an ingenious part of the entire control scheme: 
Circus Maximus also excels in visuals. The chariots and the horses that 
pull them are based mostly on historical designs, and each warrior and 
driver has their own distinct appearance that greatly resembles the area 

Cet they are from. Although the stadiums look just about the same, the 

anaes | outdoor tracks are wonderfully designed with plenty of scenery and 
alternate paths: "Add:a fullorchestral soundtrack that parallels the sounds 
of Gladiator, and you're in for the ride of your life. 

The best part of Circus Maximus, however, isn’t its single-player game, but its multiplayer mode. Up 
to four people can play at once: One person steers and the other fights, which calls for a lot of team- 
work and nonstop fun whether you're playing co-op or competing against another group. Circus Maximus 
proves that imagination mixed with creativity produces the highest quality of games. Don’t miss out! B 











BY FOUR-EYED DRAGON 
N UNDERRATED FIGHTING Developed by Dream Factory cnaphics SOUND _ conTRoL_FAeTOR 
game that helped make the Dream- Published by Crave 
cast look and feel like an undefeat- et? Fighting 
ISTWATE F’°“FING: CHORPDSONSHES able system delivers the same fun aipamanael ne bale 


and hard-hitting gameplay on the Xbox. 


Based on the widely popular Ultimate Fighting Championship event seen 
on pay-per-view, Tapout offers you the chance to fight as one of 27 real- 
world brawlers whose expertise ranges from jiu-jitsu and street fighting to 
boxing and wrestling. The realism, however, doesn’t stop there. Each com- 
batant has been faithfully re-created to look like the real deal with every- 
thing from crazy hairdos and battle scars to personalized tattoos. 

The sounds are just as authentic and entertaining. The smooth voice of 
announcer Bruce Buffer passionately hails in each pugilist, plus the audience 
members involve themselves much more by yelling hilarious comments 
and rooting for their favorite bruiser throughout an entire match. 








-— cia pale ee | Gane 
MeBUEK LODE Tapout’s controls are easy to learn, but they do take a while to master. 


With only four buttons and the directional pad, you can stomp on 

© an opponent with ease. But as you progress through the ranks, you'll 
oy learn that you actually need to know your opponent's fighting style 
to easily counter his moves. 

There are, however, a few blemishes in Tapout. As in previous 
versions, performing a block is relative to where you stand in the 
ey ring, which can be frustrating if you're getting pounded on the mat. 
Awkward camera angles occasionally obstruct the view of the 
action, and there's sporadic slowdown during fights, too. 

; : Despite these imperfections, UFC: Tapout still reigns victorious. The game is so far the only 
b fighter that comes close to making you feellike you're in a real mixed martial arts competition. G 

















GAMEPRO APRIL 2002 (100) WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 





Send me one 
year (12 issues) of GamePro for 
That saves me over $40 


off the cover price. AND, with my paid subscription, 


I'll get a elanlaaroremVidamarel! 
game reviews, previews, and codes! 





Send an additional $12 for Canadian and $25 for foreign orders pre-paid in US funds 
Please allow 6~8 weeks for mailing of your first issue JN244X1 





BUSINESS REPLY MAIL 


FIRST-CLASS MAIL PERMIT NO.1159 BOONE IA 






POSTAGE WIL BE PAID BY ADDRESSEE 





THE WORLD'S LARGEST MULTIPLATFORM GAMING MAGAZINE 


SUBSCRIPTION DEPARTMENT 
PO BOX 37579 
BOONE IA 50037-2579 





NO POSTAGE 
NECESSARY 
IF MAILED 


IN THE 
UNITED STATES 


Win an exclusive GamePro T-shirt! 





Hey, can you take a few minutes to answer some questions for us? 
Please fill out the following survey and fax, e-mail, or mail it (or a copy) 
to GamePro by April 30, 2002. Or go to gamepro.com and enter 





online! You'll be automatically entered to win a GamePro T-shirt. 
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Swapping paint with Skywalker, 
Shrapnel impact at 600+mph Tatooine. 


Won Calamati. 





Turbo-boost slice between canyon wall and Oud Bolt, 
Sullust. 


PlayStation 2 Le tau cong Om 8 


me ANATOMY | 
o SPEED. 


IT'S A FIGHT TG THE FINISH AT 
6OOMPH. GO HEAD —TG—HEAD AGAINST 
18 GF THE GALAXYS MGST AGGRESS!VE 
PGDRACERS. W'!TH 14 HARRGWING 
TRACKS GN 5 WORLDS, FACE TERRIFYING 
CHALLENGES AT EVERY TURN. 
GGT THE GUTS TG GO FGR !T? 








Tusken Raider target practice, 
Badlands. 
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™ Developed and published by GRAPHICS. 
Namco 
$49.95 


@ Available now 


™ Motorcycle 
racing 


2 players 


Moto GP 2 


BaseD ON THE FIM Road Racing World Championships, 
Moto GP 2 is for serious motorcycle sim fans only. The sequel 
boasts real brands like Honda, Suzuki, and Yamaha, twice the 
courses of the original (10 total, including biggies like Le Mans 
and Suzuki), and new weather options. You'll also find bolstered 
A.l. and a new Legends mode, where you race against famous 
bikers from the past. 

Its hard to. imagine a aecryet izame looking better than pg ons a eas 
this one does. The animation is startlingly fluid—game replays are speed on the striped areas of corners, 
absolutely uncanny—and you'll spot nice details like tires getting so cheat them as necessary. 
dirty when you leave the track. Unfortunately, the illusion of 
speed is not too good in chase-camera mode, and the game- 
play itself is more about braking than accelerating. Sticking to 
the line requires practice and great skill, not to mention speeds 
no greater than 65 mph. The soundtrack is comprised of 
merely generic techno beats, even though the engine whines 
are spot-on. 

While the controls respond fine, pressure-sensitive acceler- 
ation and braking are tricky to master—a certain amount of 
dedication is required. That makes success in the deeply sim- 
oriented Season mode all the more rewarding to serious rocket 
jockeys. If you’re not one of them, this is a rental. (G) 


4.404.723 » ROKLEKTAG 


4 Rossy 


PosiTON TEED 


n> TBE 





PROTIP: In Arcade mode, you can sneak 
across dirt and grass patches to cut corners. 
Don't even think about it in full simulations. 





BY BAD HARE 
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Developed and published by 
Namco 
Action 


$3 "Available now =I player 





Pac-Man World 2 


IF YOU HAVE an appetite for an adorable platform adventure, Pac-Man World 2 will hit 
the spot. The theft of the magical Golden Fruit releases an ancient evil: an all-powerful ghost 
named Spooky, who you'll have to defeat through a combination of classic Pac-Man gob- 
ble gameplay and hop-n-bop action. Pac-Land has never looked better, cartoonishly but 
lushly rendered, and full of bright colors and crisp three-dimensional objects. The gameplay itself is 
straightforward—you'll jump, dash, butt-bounce, swim, and chomp your way through six large worlds 
with neat segments like roller skating and submarine piloting thrown in, But just because it’s colorful 
and fantastic doesn’t mean it’s easy; there are plenty of tricky jumps, steadily serviced by responsive and 
Inpeornplen GND controls. While the man with the biggest mouth in video games never speaks, you 
7] will hear crisp sound effects and perky, upbeat 
songs accompanying the surprisingly enjoyable action. 
Throw in some emulated coin-op classics, and you 
have a young, fun game worthy of the Pac name. Hey, 
there are worse ways to spend your golden years. 
<PROTIP: 
Check behind 
you at the 
start of a 
level-some- 
times there 
are dots and 
fruits hidden 
to the rear of 


your spawn 
point. 





PROTIP: Warp tunnels make excellent emergency 
getaways since Pac-Man can get through them faster 
than ghosts. 
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CTIVISION’S FLASHY, FUN fight- 
BLOODY OVNI rt ing franchise has always rested just 
below the threshold of greatness. This 
GameCube upgrade of Bloody Roar 3 
for the PS2 manages to bring the series a bit closer 
to the top—though if it plans to survive in a jungle filled with 
hter 4s, it still has some evolving left to do. 


squeak! Meow! 
ody f PlayStation incarnation, the game me- 
chanii ave remained pr pretty much the same: You fight as a human 
using two simple attack buttons, then transform into a ferocious 
Tiger, Insect, or Bunny Rabbit and whoop some enemy ass using 
your new third button. It’s a really great gimmick supported 
by a solid, fun fighting engine that relies on quick close-in 
combos and ridiculous automatic super-special feral freak- 
j outs. The game, however, isn’t all that deep, varied, or 
balanced: Some of the characters’ attacks are just too 
4 powerful, and button mashers will often fare just as 
well as veterans. 
















Beauty and the Beasts 
Rather than just porting Bloody Roar 3 directly from 
the PS2, Activision has upgraded quite a bit for the 
GameCube: New modes and two playable boss char- 
acters have been added, several stages have been 
replaced, the single-player balance has been fine- 
tuned, and—most noticeably—the graphics have 
been given a mighty impressive overhaul. Char- 
acters look far superior, and the arenas boast a 
greater level of detail. The special effects are far more special, 
and gone is the tragic jagginess that constantly plagues the PS2. 
But even with all the improvements, Bloody Roar: Primal 
, Fury still doesn’t have the cool factor of a game like DOA3. 
* The arenas are just flat squares with breakable walls and feature 
nothing even close to DOA3's ridiculous multitiered castles, water 
effects, or nifty shifting snowfields. The music is mediocre — 
forgettable faux hard rock—and the sound effects are solid, 
» but the characters t yell, roar, squeak, or bleat anything par- 


~ 














ticul intere: 
rae, a a Cute Bunny Ra... 
\ ARGH, M¥ BEAUTIFUL FACE!!! 


And so Bloody Roar for the GameCube 
has in the fighting game kingdom food chai 
above the worst. It’s instantly accessible, bi i th and attention 
to detail that would give it any real longevity. As the only “traditional” 
fighter available for the ‘Cube, it works just fine for now—though it prob- 
ably won't be long before you're counting the days until Soul Calibur 2. 1G} 












where it always 
ie best and far 





PRoTIP: Get to Stage 5 without losing 
a round, and Kohryu will appear. Beat 
him, and you'll unlock him as a play- 
able character. 








WERSIS 





‘ PROTIP: If Cronos turns into a pen- Gapspa t is one of two new bosses not 


guin, attack low or you'll swipe right Cen the PS2 version—and he’s an 


4) over his head. ‘able playable character, too. 
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Primal Fury features 12 playable char- 
acters, plus four hidden ones. 








PROTIP: Wait until your Beast Meter is nearly 
empty before performing a Beast Drive (Motion J 
>, 4 \ > X) in order to maximize your time 
in beast form. 


PROTIP: If your opponent enters Hyper-Be: t 
mode, just back off, sidestep, and wait it out. 


opponent will be left quite vulnerable after it ends. 
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Much improved over the PS2 version's, 
especially in the character model and 
special effects departments. Still, Bloody 
Roar: Primal Fury lacks the almost ludi- 
crous attention to detail found in games 
like DOA3. 


Good, but not particularly memorable. 
The faux hard rock soundtrack is pretty 
generic, and the sound effects are 
solid—even if there aren’t any interest- 
ing grunts, roars, squeaks, or voices in 
the whole lot. 


CONTROL 4.0 


Responsive and simple to pick up with 
easy-to-execute, hyper-flashy super 
combos. Character balance is a little off, 
though, and button mashing gets you 
further than it really should. 


FUN FACTOR 4.0 


Primal Fury is significantly better than 
Bloody Roar 3 on the PS2 and an in- 
stantly fun way to get your fight on. 
Veterans may grow tired of it quickly, 
though, once they realize there's really 
not that much to it. 
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F ___ Music tames the Savage beast... 
An entirelyinew ‘type'or music entertainment. 


/ 








mes) an)®) Wa UL Clive  weye) Man is one of the most a 
entertaining titles yet in the rhythm-action genre." - Next Gen 
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z een . P ae 4-9 yO 
Play as the legendary Gitaroo Man J 5 - The Gitaroo is the weapon! Keep 
and save the planet from the clutches a & with the rhythm as you shoot, duck, 
of the evil Grabaren family! 2 ee De i and dodge your way to victory! 
10 colorfully unique stages, each 
with its own music including reggae, 
rock, hip-hop, techno, and more! 


Musical Deathmatches and 
Harmonizing Co-op play for up 


to 4-players! PlayS tationee 


ar Gitaroo Man is a trademark of KOEI Corporation and KOEI Co., Ltd. © 2001 KOEI Co., Ltd. All rights reserved. "PlayStation" and the "PS" Family 
ESRB logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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1 Developed by NuFX/EA Canada GRAPHICS SOUND CONTROL FACTOR 
Published by EA Sports Big 
$49.99 Fantasy 


Available March basketball 
4 players 


PLATFORM. NE OF LAST summer's: Grast PS2 tie y 
GameCube NBA Street is strutting back onto the: -7 
asphalt, this time on the GameCube. The latest 
edition of EA Sports: Big’s high-flying NBA Jam’ 
killer is mostly identical to-its:PS2 counterpart,. , 
SPORT and that means GameCube: owners get a ‘crack 
Basketball at this fantastic, must-own street-hoops game. 


€ Boom-Shakalakal 
4 For the uninitiated, NBA Street's three-on-t 
b-ball reinvents the stale NBA Jam formula 
livering over-the- top hoops witha’ ‘streetbal flair: 
There are no rules and no fouls as you battle to. be the first to: score 2! 
and busting off huge dunks, alley-oops; fakes, anda slew-o' 
My action goes down in either City Circuit mode, which empl joys: a ladder 1 
® to pit you against all the NBA teams and some street- slayer squads, 
sou mode; where winning streaks unlock new‘court t 
Bey © “In porting Street ‘over from the PS2, EA did some 
are updated, and since Jordan’s on the Wizards, the final boss is now a street ‘player 
‘named Stretch. There’s an awesome new court in D:C., and the animations and 
‘ eas look slightly:better, but that’s pretty much it. 


Is It the Shoes? 
Street’s sensational gameplay deftly combines competitive hoops and slick 
moves and dunks without delving into the realm of Jam’s absurd acro- 
batics. Occasionally, though, the A.l. in one-player games. can be 
cheap about overtaking your lead, but its nothing too critical. 
Although. the controls are generally fine, they don’t perform 
as'smoothly as the PS2 version’s—largely because the Game- 
Cube controller’s cramped button layout makes it too easy 
to trample ‘oh the wrong button. Nintendo deserves much of f 
the blame there, but EA also dropped the ball by not allowing ; 
players to map their own button layout. si 


Dunkalicious 


abilities like; say, Rogue Leader does. Still, from the sharp. cou 
to the:glorious off-the-backboard dunks, this is: one eye-catching 
“game. As for sounds, Street's an earful'with its hip-hop vibes, 
t chatter, and lively commentary. 
PROTIP: After your pponent' scores, Street is sure to be.o f i 4 } aie EO SR 


Great ‘player 
sound. effects eat 


set up this easy combo: Make two quick ” 
passes for-a fast break, use a trick to: 
fake out the D, and then hammer down s 3 cea ] . A 
a wide-open dunk. 2 t ee Ripe eri CONTROL 


conquered the PS2 
av : 


The control:of the 

better, but the GameCube Street is no 
reasonably” smooth 
IN 'to. customize, the 


ight ‘combo: of PRET 

: 2 4 ‘ ~ hoops sand” outrageous “dunks should 

© PROTIP: If the D is all over you, call PROTIP: tt your opponent ei t nen’ gi make it ‘one of the GameCube’s: eatly 

for a pick (tap-Cin any-direction), drive’ - gamebreaker shot, kill.as a, hits. Even if you're not a/big sports’ 
tothe net, and dunk-which also pays possible by loitering in youl  gamen,this: killer ime cis definite! 

/olf.as‘a combo. j cause gamebreakers ¢ ee rth the cing on 4 
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PROREVLEWS a a 


EAs Knockout Kings’ moos. 
Xbox Debut Destroys! 















PLATFORM LACK OPS HAS taken'a good hard ea 
Xpox Empire Interactive's Victorious Boxers did right and 
Od applied it to EA’s boxing franchise i in Knockout : Kings 2002," 

Utilizing an entirely new game engine, fantastic boxer models, 






and addicting gameplay, while eliminating the PS2's painfully 
SPORT. slow between-round load times, Knockout Kings 2002 is light 
Boxing years ahead of last year’s lackluster PS2 offering anda true” 
next-generation boxing. game—even if visa little too e39y, 


*-PROTIP: Don't just work on the head— PROTI s Avoid your opponent's blows 

attacking your opponent's body will:do by swaying away from his reach. This 

more damage than you may think. will tire him out and enable you to:make 
devastating counterattacks. an 









Getting It On Because They Don't Get Aion 
Knockout Kings 2002 boasts a robust selection of boxers, from Tapia and Duran. fe 
Pas to Ali and De La Hoya, in addition to the usual Career, Exhibigon’ and Tournam: Ita 
Cae yee pet ace modes. There's also a Create-a-Boxer editor and a’ weak tutorial, which briefly 
WAG describes the controls rather than enabling you to experiment with them. Its pres- 
entation is culled directly from Victorious Boxers—gone 
are health bars and stamina meters, and instead fighters’ 
willsweat, bruise, and bleed as they take damage. They'll H 
“move, punch, and dodge slower as well. 

The pugilistic-action now takes place on a completely Z 
three-dimensional plane, and boxers can roam freely around 
the ring. Though the developers have implemented a solid 
alignment feature to keep fighters facing each other at all k 
times, you'll still spend.much of your time repositioning pROTH leaken your opponent by working on him 


yourself since opponents can get in the camera's view and __ with a series of left jabs, and then follow up with a hook 
or uppercut. 

















PROTIP: Cornering your opponent.is 
an offensively strategic move that will 
“ Teave him, vulnerable to your attack. ist obsailre the action. 






Rumble? in the Jungle 

The.control scheme has also received a complete overhaul. 
A full push with the left analog stick will maneuver your 
fighter, while a slight tap will make him bob and weave. This 
is a fantastic use of the capabilities of the analog stick, and 
mastering its nuances—which isn’t easy due to a deep learn- 
ing curve —is a joy in itself. The controls also feel more ac- 
A curate and intuitive compared to the clunkier PS2 version's. 
” The gameplay is extremely fast-paced and addicting, but 
dalty move, Use it wisely-Ft will do ‘a bit too simple. The defensive A.|: is pretty weak, especially 
danas De ee fests: ad ee in/the lower difficulties, and it's too easy to button-mash 


to Punishment.’ ; 
E your way through the game. 
y Knockout Kings 2002 features the usual stellar roster of 


| On the Ropes legends, from both today and days past. 
The boxer models are awesome, and though ‘each fighter’s musculature is a bit on the bermensch side, their skin 
tones and facial features look fantastic, while the punching animations blend together smoothly. Knockout Kings 2002 - 
also boasts great'sound ‘effects — punches explode like shotgun cracks, while the cheering crowds get your blood 
boiling. The accurate commentaries, however, can get a bit repetitive after a few matches, but are nevertheless: - 
humorous and helpful. Overall, the: Black Ops—developed Xbox'version looks and feels tighter than the PS2 version. 
Though not:as: scientifically challenging as:Victorious Boxers, Knockout Kings’ 2002 is still a yast.improvernent 
; over the last one’and a satisfyingly. addictive ee for’ eee boxing fas a 



















SOUND 4. 
Knockout Kings 2002 boasts beautifully. Punishing-sound effects perfectly compli ockout Kings. 2002: featutes a-com-. Knockout~Kings')2002. is;a blast, but 
deled: boxers. courtesy of the Xbox.~ - ment the fast-paced, explosive intensity of, ‘pletely overhauled” control. scheme, ultimately ya ‘button-masher.. It doesn’t 
“The ‘animations are fluid: and blend: the game, and ‘though. th ‘commentary which places’ more “emphasis. ‘on’ the * -haye-the’depth that made Victorious 
»/ Seamlessly together; and: the game’ "can get a bit repetitive, it is otherwise’ analog controller: Though the ‘learning ‘Boxers so'compelling, though itis still a 
‘Moves at.an exciting, fast’ pace. accurate.and humorous. © 5B 2 Curve is steep; once you get the hang’of-, “ vast improvement ‘over previous install- 
7) J J a‘ ‘ityou'll find’ he controls to be eee! ments of the séries 
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nit BY TOKYO DRIFTER 
PROMEVLEWS ee i ea 
Published by Sega a 
$49.99 Basketball ia 
NBA 2K2 imaniey | Shiaies 


PLATFORM. SEGA KEEPS THE ball firmly in:its court and-lays 
Xbox claim with the best basketball game on the Xbox. | 


Od The Trifecta 


NBA 2K2 on the Xbox is officially the third inter- 
peat pretation of the game to/appear on as many con- 
Basketball soles, and it also happens to be the third basketball 
¢€ game out for the Xbox, joining NBA Live and Inside 











Drive. It is, without a doubt, the pick of the crop. 
Graphically, 2K2. provides all: the super-cleany- 


Street mode sat to create 
beefed-up character models of the PlayStation 2" "more dream my fen are Post 


version withaae ee jagged edges that plague ‘that 





OTIP: Although you can pull the triggers at any 
some of the replay camera views have: been Atel to better highlight the action. ¥ "You are more likely to make a free throw on 


The controls work extremely well with the Xbox pad, mirroring the topnotch Dream-” ‘yo ey aaueere- 76) practice. 
cast controller layout almost exactly. The left analog stick handles all the action ye: flare, ‘¢ 
and the right stick sets up all your play calls with ease. 

The sound department is the only area ‘that needs ‘improvement. Primarily 
the commentary draws a foul for being highly repetitive. jit 





— 
a 


A mek men em 





Awesome Baby! ; 

As in all the 2K2 incarnations before this; the A.l. of your opponent ana team- 
mates is the shining feature that blinds the competition. The game flows realistic 
cally, and the players look like they are actually making decisions, You have to. 
play smart just to stayin the game as sub par playmaking decisions will: quickly 
dump you.into a scoring deficit every time. / 







PROTIP: If you find yourself behind 
the backboard; quickly pass to a near- 
by teammate. Don’t shoot. 





PROTIP: The fade away shot is the 


least used shot, but it’s a very deadly EA's Live has better character models and Microsoft's Inside Drive has the best- 
method of shooting over opponents. _looking arenas, but Sega's 2K2 is the complete package for basketball on the Xbox. G 






Bl 8y DAN ELEKTRO 


: ae 

NB A Insi d e Dri 2002 Developed by High Voltage Software Cae nme 
ive ‘ r Published by Microsoft 

$49.95 Basketball 


PLATFORM i | 
EVEN. THOUGH ‘THE Xbox arena is brand-new, the court Acsnabienee players 


Xbox is getting pretty crowded. With Sega offering NBA 2K2 and 
x] EA porting over, NBA Live, Microsoft's NBA Inside Drive not 
f only shows up relatively-late, but also winds up as the biggest 

rookie of the bunch. The inexperience shows in this game: a 
SPORT" “mixed bag that’s fine for’a first effort but not really up to snuff. 
Basketball ©" Li Bias 

Disorder in the Court.” 
€é Its not that High Voltage is inexperienced — it handled Inside 

Drive for the PC: back in 2000, as well as ‘the PC ‘port of Mid- 

way's NBA Hangtime. And the usual stuff’s here, but it’s all just 
a little. .-off. The game is full of real teams and arenas, but the 
courts seem small, or the players seem too large—it might 
seem dike a/minor 
sale. issué,:but it will 
hrow ‘off your game. The players sport facial anima- 
the faces themselves look scary and:unnatural, The 
action is fast. “paced, but maybe too fast—blink and you'll miss 
too-speedy crossovers. ‘Plus, sometimes the linking animations 
look awkward. The two-man commentary is frequent, but” 
Warades ph on’ color jabber starts “GU fanny only to get 












PROTIP: Aggressively go for steals.. | PROTIP: Be extra careful/near the: 
Seems like these players always have unusually easy , 
butterfingers. inds Hinsiag:D Drive 


























: : » Throw: i inthe fact that ilo overs HON ike Water and’ the PROTIP: Press in the right analog 
PROTIP: Right after sideline inbound passes, watch -. defense is brain-dead on‘ Rookie mode, and you have a game Pia toy,4:)08 pass 

for one man:to:break to the far end of the court. A that’s: ‘simply flawed. ‘NBA’ Inside Drive: is good for. afirst try on/the Xbox, but.it’s‘not as good 
quick pass can result in an easy lay-up. as 2K2 ‘of Live < n ‘thes same systems and at the end ofthe day, that’s’ what really matters: @ 7 
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“ FUN 
ui é GRAPHICS SOUND CONTROL __FACTOR 


Developed by Ratbag 


































Published by Infogrames ey 
World of Outlaws Sprint Le fue ee 


PLATFORM THE POPULARITY OF sprint-car racing doésh’t measure 
PlayStation 2, yp to that of NASCAR or Fl, but if you gloss over World of 
Outlaws Sprint Cars for that reason, you'll miss out on. afan- 
tastic experience. Ratbag, the developer, has delivered a highly 

polished, well-made game that will fascinate hardcore racing 
SPORT fans with its unique, challenging dirt-track: action,’ 
Racing ; 
ma World of Powerslides ae 

A) Far-more colorfully named than NASCAR, World of Outlaws 

SSS is the pro league of sprint cars, and natirally, this game has its 
license, offering 15 real-life dirt tracks and 25’pro drivers tang: 

ing from Steve Kinser to, Andy Hillenburg, World of Outlaws. 
Sprint Cars offers-sharp season and single-race. action, but 
heart of this game is its excellent Career mode. You start out s 
asa rookie driver, and strong finishes earn sige cash.to De upgrad re pale 





the gas immediately before t 
~ turn the wheel to start a powerslide, 
jet back on the gas, and countetsteer- 






challenges. Sharp sraphics Kibphi great.car models and detailed tracks, and 
while the sounds are respectable; they fall at in the“ Pires ss catego! 


Outstanding Outlaws 


ol This. ain't be paraanat Like the remarkable-Colin McRae series before it (which also delv Bee Fa World of Ounlawat rich 
paint with the pack will almost always e World of Outlaws league of sprint- 
itech vou oat: Tha caibicabe conte niche sport), World of Outlaws deserves attention because of its ‘captivating “cat racing Is renowned for'its’spectacu- 
a gentle, sideswipe-like bump as you. feel and deep features. Casual gamers, however, should rent this one firstt0;--" lar crashes. 


slide around a corner. make sure its technical, unique gameplay.suits them. G 
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7 Wha Developed and published by GRAPHICS SOUND _ CONTROL _FACTOR 
iger Woods ‘our 2002 ave : 
: $49.99 Golf ; 
PLATEORM”— /DESPITE/ITS “1 v ics ai t ee 
Bese TE-ITS“IMPROVED graphics.and new game Aistusia vie 2 paves Z 


imodes, this year’s Tiger Woods still falls abit short. 





An Untamed Tiger 


In:response to last year’s mediocre performance, Tiger Woods has been revamped wi 






using‘only the analog stick to swing can cause a. 
inaccurate strokes, especially when you need to 


er Sore point; the ability:to rotate around the 
i en-has been taken out, which makes it un- 
necessarily difficult'to read the slopes. 

The s ving graces for Tiger, are two wonderfully PROTIP? If you're in the rough « 


ay migtes, Speed Soli is an rapa want to hit the ball onto the green, 
Biss) hat what's first given to you. 






Career mode; offers you a chances te to'go;up’against amateurs and pros while 
you build your, character's slélls y PeDectng your:shots and winning matches. 





PROTIP: In Speed Golf, don't.even 
bother scanning the entire course. Just 


) whack the ball’ toward the flag’as ‘soon: driving uphill, alm 20: ‘yards 
‘as the’ball lands. ~ the flag.“ 
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FUN 
SOUND CONTROL FACTOR 


™Developed and published by 
EA Sports 


GRAPHICS 
$49.99 
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Knockout Kings 2002 


PLATFORM 
PlayStation 2 


™Boxing 
2 players 


THE HAILED BOXING champ now enters:the ring with 
an entirely new and creative game plan—but the change in 
tactics can confuse veterans and frustrate newcomers. 


When We Were Kings 
Knockout Kings 2002 has been totally redone, complete 
with a new fighting engine. Moving, swaying, and-ducking 
are all managed by the analog sticks—a-unique way to:con- 
trol your brute.But both pros and newbies will’need a lot 
of time to get used to'this scheme, although in the Xbox 
version, it handles much more smoothly and effectively. 
Until you’ve mastered the controls, your fights will instead 
feel like slugfests without any strategy; you'll step forward 
rather-than duck, or: duck rather than step forward. And 
éven when you have the control down, fights can‘ still seem 
a bit frenetic. The’ pace is faster— 
hooks, uppercuts, and jabs come 
in-constant flurries—so button 
mashers have just as much chance 
y to. win as experienced players do. 
Knockout Kings does, how- 
ever, have enough depth to keep 
you entertained, There are plenty 
of big money bruisers to choose 
from, plus there’s a Career mode 
that’s engaging—you can create 
your own fighter, then take him 
through the ranks while bui 
up his attributes. 


Boxing 


PROTIP: Circling-around your opponent 
is a better use of footwork than moving 
straight in. 


Sweet Science? 

Knockout Kings does have sharper 

graphics than before. Ali, Hopkins, 
é Nargas, and many other.champs 
f look great. Their swings. are fluid, 

and you:can‘actually see cuts and 
bruises with detail: during fights. 

Strangely, though, there's less talk 

during fights than in Knockout Kings 

2001, Still quick commentary quips, 
mixed with’ the roar’ of 
the fans’ during a-brawl 
sound’ great. 

With a ‘complex con= 
trol setup, Knockout 
Kings 2002 can be’frus- 
trating even before the 
first‘round:ends: You 
should first weigh in as 
a renter to:see if you're 
fit for this:challenging 
bout—or try the supe- 
rior Xbox version. @ 


PROTIP: If your opponent is backing 
away, it means he’s weak In the knees. 
Now's your best chance to-unleash on 

him to get-a KO. 


PROTIP: The jab is the most effective punch in 
boxing. Use it to control -the distance of your op- 
ponent and to set the pace of the fight. 
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KGS Acetxcm 


www.KINGSFIELD.Agetec.com 


Arm yourself with magic items capable of 
unleashing massive spells. 
There are more than 90. levels of power fo! 


| are a bit short on gold. 


FROM SOFTWARE. 








agetec 
SJ ™ 
www.agetec.com 
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™ Developed by Pandemic 
™ Published by EA Sports 
™Target release date: March 


ONCE THE ONLY game in town, Triple Play was smoked last year by the 
surprising rookie High Heat MLB, but EA Sports’ long-running baseball series 
retains a loyal:following that’ enjoys its action-packed gameplay. In:the Play- 
Station 2/and Xbox preview versions, it still skimped on realism but over~ 
flowed with glamorous graphics'and.a steady succession of home runs and 
other big plays. Beyond some minor graphical:improvements on the Xbox, 
both versions will:be identical this 
season, providing Exhibition, Season, 
and Playoffs modes'and a retooled 
Home Run Derby that will offer an 
eight-player elimination tournament. 
The main improvements on last 
year’s game center around graphics 
and sound, and the biggest is certainly 
the impressive, star-studded commen- 
tary by Bob Gostas and ESPN's Harold 
Reynolds. Visually, you'll finda slew 
of impressive new. camerawork that 
ratchets up the excitement on big. plays, 
along with solid but’minor touches like 
more effective player-highlight icons. 
On the control side, batting will 
still use an odd cursor interface where 
OF you're always told where the pitch 
emerererserserses Will: go before it’s thrown, 
36 Matt Moris 3.10 4 Which spoils a key part 
AOS, of the’ pitcher/batter confrontation. At higher 
difficulty levels, however, more random breaks 
will introduce some element of surprise. 
The fielding, baserunning, and pitching con- 
trols performed’smoothly in the early builds, 
though. If you’re too impatient for realistic 
baseball and like the notion of a highlight- 
reel ballgame, you'll probably want to step 
up to Triple Play’s plate when its season 
opens this March. @ 


BY TOKYO DRIFTER 


= Developed by Visual Concepts 
EES Pi E ™ Published by Sega 
NBA 2K2 HAS firmly estab- Target release date: April 


lished beachheads on: the Play- 

Station 2 and Xbox with its: pleasing visual display and ‘silky smooth 

animation. WWhat-has really put the game ‘over the top, though,.are its 

| excellent controls, ‘stellar‘computer Al; and solid commentary—all of 

which appeared-in.fine form in the GameCube preview version. The 
only potential’ issue could be‘the: GameCube’s controller 
size and button’ layout, which can-be-both,a blessing and a 
curse for sports titles. g 


GameCuse 
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GamePro Exclusive! 


aa SO 


- 





fill out this entry form and mail it to the Dreamcast Collector's Edition Giveaway, P.O. Box 193712, San Francisco, 
CA 94119-3712. Or enter online at 


name: address: es é ines 
city: state, zip: etn ps 
phone: e-mail: 











See page 139 for Official Rules. 
Start (or extend) my one-year subscription to GamePro (12 action-packed issues) at the super-low rate of $19.97. I'll save over 
$40 off the annual newsstand rate! 








Note: Canadian and foreign orders must be prepaid in U.S. funds. Add $12 for Canadian delivery and $25 for foreign air delivery. Please allow 6-8 weeks for mailing of your first issue. 








& Qe r @ V te w S BY FOUR-EYED DRAGON 


"Developed by Clap Hanz 
™Published by Sony 
Hot Shots Golf 3 = Target release date: March 





green, Already, a preview-version of Hot’Shots Golf 3 teed off in remarkable 
form—its trademark quirky:characters stroked it out with fun rounds of addic- 
tive golf, Indeed, what has. made this franchise so:lovable is its simplified golf 
mechanics, which-enable novicés to*have just as much fun as the professionals. 
New to Hot Shots, Golf 3-will be more heckling comments, various swing meters, 
statistics tracking, and.a point system that will enable you to buy different clubs, 
balls, and other: goodies. You'll also see:an easier-to-read grid on 
the putting green, and the location of the cup will randomly change 
BIRDIE TRY each une you play. y 
The single-player mode will also contain a new;Nationals com- 
petition, Prior to‘playing this mode, you'll have to go to the Hot 
Shots Web’site ‘and get a code that will enable you to‘enter:one 
of the tournaments in the Nationals. Once you beat the tourna- 
ment, you'll receive another code, which you'll then enter on the 
HotShots Web site. This code will represent your ranking, which 
will be publicly posted with other players’ rankings 
nationwide. You can’ see if you're a hot shot on the 
golf course in March. @ 


BY FOUR-EYED DRAGON 


™ Developed by Black Ops Entertainment 
é = Published by Activision Pe 
MANY. BALLERS CONTEND that Target release date: Spring 2002 


real basketball isn’t: played in sprawling 
arenas. Instead, it’s played on the con- 
crete courts—which are tucked in be- 
tween towering buildings and neighbor- 
hood: parks—where only one rule applies: 
no blood; no foul.’ Street Hoops’ promises 
to catch this urban vibe by enabling you 
to take control of legendary street hoop- 
sters like AO, Booger’Smith, and Hot 
Sauce and then test your skills on 10 
realistic street courts, including Oakland's 
Mosswood Playground and New York 
City’s Rucker Park. 

You'll_also be able to create your own player and run him through’ the competition 
in three modes of play: World Tournament, Pick-Up Game, and ‘King of the Court. 
In addition, you'll be able to bet on your games with Virtual’cash; which you can-use 

to buy the newest gear—from jewelry:to shoes: Black Ops also, prom: 

ises that the rhythm on the court will be in:sync with the rhythm. in 

aoe BH your ears, thanks to.a host 

of hip-hop artists like. Snoop 
Dog, DMX; and Outkast 
chopping it up. You' can ‘get 
ready to rattle the steel net 
this spring. @ 
Note:All screens. shown here aré from 
the Xbox version. 
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BY AIR HENDRIX 








Developed and published by (i 
EA Sports 


Target release date: April 





PuaySraTion 


OR THE: REST of the planet, soccer's World Cup is like a 
month-long Super Bowl, and’EA Sports hopes to capture’ the 
event's drama and pageantry. in 2002 FIFA World’Cup. The game 
will provide all 32. qualifying teams and the 20. World Cup ‘stadi- 
} ums; and you'll pick your favorite-squad to pursue soccer's most 
glorious trophy. You'll’also find, everything from the mascots to 
the banners, and the animations \will strive to. reflect the event's 
frenzied hoopla with fans in team:colors, zoom-ins on players 
after clutch plays, and more: G 


Note: All screens shown here are from: the 
PlayStation 2 version. 





Developed by Visual Concepts 
Published by Sega 
Target release date: Spring 2002 























GaneCune 


ISUAL CONCEPTS, BEST FIRST LOOK 


known for its‘awesome Sega Sports 
2K series, has unveiled its newest sports title for he ane: avn a 
Cube—Soccer Slam—and it’s shaping up to be one of the more — 
concspmally intriguing sports games to be released this year. 
With ferocious combat, skill-enhancing power- 
ups, and five chaotic game modes, this new 
underground breed of three-on-three soccer 
promises to be a relentless adrenaline rush 
of smashed teeth and broken bones. Throw 
in quirky, beautifully mod- 
eled players and throngs 
of rabid soccer fans who 
react to the onscreen 
mayhem, and you have 
the makings of a thumb- 
crushing cult classic. G 


















BY D-PAD DESTROYER 










Developed by Hypnotix 
Published by Simon & Schuster Interactive 
Target release date: Spring 2002 


LRE YOU LOOKING" for action 
|on the links? Outlaw Golf might 
| be up your alley. Featuring 10 un- 
conventional characters—four 
“Open, six unlockable on’ three 
i courses, which range-from the 

_ Jersey Turnpike to 
~~ the Nevada. desert, 
Outlaw Golf will © 
have a ‘Composure j 
meter that drops: 
whenever you make - 
“a bad, shot; simulat:'- 
ing ‘the frustrating nature of feall ‘golf he ‘only. Way to: get your 
Composure back is:to make B00) | shots—or seat the hell out OU: 
your eo Realist 
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BY FENNEC FOX 








Developed by Monolith Soft 
"Published by Namco 
Target release date: Summer 2002 FIRST LOOK 


























A PS@ Epic 


It was hard to be ambivalent about Xeno- | ; 
gears for the PlayStation. You either loved 
its deep story or hated its slow pacing 
and blocky graphics. Xenosaga, a pseudo- 
sequel developed by the same team, will 
try to answer the critics by offering a 
better-designed game mixed with some 
of the finest graphics ever % 
seen in a PlayStation 2 RPG. 

Story specifics have yet to 
be released, but you'll play 
as Shion Uzuki (no relation 
to Citan Uzuki from Xeno- 
gears), a top-class engineer 
at the giant tech conglom- 
erate Vector. The human 
race is under threat from 
the Gnosis, a mysterious 
space presence that ruthlessly attacks any spacecraft it 
finds. In the beginning of the game, Shion is working on 
KOS-MOS, a female android designed to fight the Gnosis. 
The secrets in Shion’s past, along with the true colors of 
KOS-MOS, will undoubtedly be the keys to Xenosaga’s 
long and engaging story. 















The core of Xenosaga'’s story will be the conflict between the human race and 
the mysterious Gnosis, and you'll have to figure out the aliens’ motives. 


New and Improved 





Xenosaga will have the same look and feel as its PlayStation 
predecessor, but will offer mounds of refinements to the 
story and battle system. Random battles will be gone from 
this game, all enemies will be visible right on the world map, 
and a radar display in the corner will track your move- 
ments. Chaining attacks together will work the same way as before, 


but character positioning and 
other factors will give the system 
a strategic bent. Robots will also 
operate a bit differently; they'll 
be used much like summons in 
Final Fantasy X. 








Say Goodbye to Blocky Graphics 


Of course, Xenogears’ main selling point was its intricate story, and 
Xenosaga promises not to disappoint. All the story scenes will be ren- 
dered in real-time, and the chunky Xenogears sprites are being replaced 
with lavishly rendered anime-style CG characters. Ready for U.S. release 
this summer, Xenosaga could be the first real competition Final Fantasy 
X has faced in the realm of PlayStation 2 RPGs. 
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FROM THE CREATORS 

“QF BLOODY ROAR" 1, 2 AND 3— 
“THE FIRST FIGHTING GAME 
FOR NINTENDO. GAMECUBE” 


Uy 
Battle it out as 16 unique fighters— 


each with an alternate Hyper-beast B Z£@®@ ya ‘ KON N gameplay modes or run the gauntlet through 
life-form and special attack moves. P RG INA IN L iE 0) Reva 5 Single-Player modes. 


SPRING MBO0O02 


Blood 
Suggestive Themes iG i ) 























Violence HUDSON winrenco “a 
eibabt 6 i CTIVISION 
© 2002 Hudson Soft / © Eighting 2002 All rights reserved. Published and distributed by Activision, Inc. and its affiliates under license. Activision is a registered trademark of Activision, Inc, and its activision.com 
affiliates, Licensed by Nintendo. Nintendo, Nintendo Game Cube and the Official Seal are trademarks of Nintendo. © 2001 Nintendo. The ratings i a registered trademark of the Interactive Digital 


Software Association. All other trademarks and trade names are properties of their respective owners. 





OLE-PLAYER’S REALM 


Prevleus ween co 


Developed by From Software 
Published by Agetec 


King’s Field: Eee 
The Ancient City 


heir TO The Throne 


Several years of sequels and “spinoffs” have earned the King’s Field series a 
loyal base of rabid fans—and an equally steadfast legion of staunch detractors. 
Lovers call it a unique and surreal—almost abstract—first-person, real-time 
Zen action/RPG. Haters call it a slow, generic, and utterly dull dungeon 
crawl—with emphasis on the crawl. Whatever you call it, o player of games, 
it's once again time to take up your banner: the King’s Field series is on its 
way to the PlayStation 2. 





There are four reasons why you won't be able to Just step on this particular spi- 
der. See if you can find them all in King’s Field: The Ancient City! 


PLAYING The FIELD 


The Ancient City will be the first “official” next-generation King’s Field game, 

but don’t expect much to have changed from the original. While the preview 
build felt like a polished version of 
Eternal Ring with sharper textures 
and more thought-out area designs, 
it featured the same basic engine and 
slow hack-slash-n-circle-strafe—til- 
your-attack-bar-recharges style of 
gameplay. Hopefully, the final version 
will better harness the PlayStation 2's 
dual analog controls. 


FREE WILL: BOON, 
BANE...OR GRANO iLLusion? 


The story line will be pretty basic fantasy fare: root out the evil that lurks in an accursed ancient city. 
But after playing the preview version it was already evident that this King’s Field is trying to be even 
more open and nonlinear than its predecessors. Completing the game's first major quest (locating a 
disease-curing “Rock of Life”) led to multiple character paths, enabling you to either sell the Rock to a 
local merchant for a pile of cash, give it to a treasure-hunting thief in exchange for a vial with a mys- 
terious connection to a long-dead race, hand it over to a dying mother to learn fire magic, or hang on 
to it for later—ya know, just in case. While it’s clear that fans of the series are in for another grand 
old time in The Ancient City, it’s also clear that Agetec won’t be swaying any opposing opinions any 
time soon. In this King’s Field, traditions run sound and ancient rivalries run deep. 
“ a 
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Now, for the first time ever on a next-generation 
console, you can experience the mud-splattered 
madness of dirt track racing. Fight G-force around 


treacherous, shifting dirt tracks at over 170 
_ miles per hour inside one of the most dangerous ~ es) 
machines on the planet. This is one game that See omer 
 BRATBAG P mcccasuce) 





looks, feels and almost smells like the real thing. 


EVERYONE am 
" Visit wwwesrb.org 


or call 1-800-771-3772 


for more info. 











Despite Maximo’s linear structure, 
it has plenty of hidden treasures to 
find and secrets to uncover. In this 
ProStrategy Guide, we show you 
where to find the good stuff and 
how to defeat the bosses. By Tokyo Drifter 


Maximo takes gamers back to the glory days of tried and true gameplay, which 
is the perfect homage to the original Ghosts N’ Goblins series. Maximo is 
fairly linear, but there are plenty of secrets for the intrepid player to find and 
many tough boss battles to overcome. 


HOOP Mastery, 


To achieve the total mastery ranking, you must kill every enemy in a level — 
including the wizards who pop out of chests and various poltergeists who 
steal souls and can possess you. You must also collect every treasure (includ- 
ing hidden ones) and power-up in addition to breaking every breakable object 
in the game. Lastly, you must explore all secret areas, which isn’t very difficult 
since they're fairly easy to find. The monsters, treasure, and items in the “hub” 
levels do not count toward the mastery ranking. A hub level is an area you 
use to jump. between other levels as well as where you access boss fights. 
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GUIDE 








The toughest part of gaining 100 percent mastery is locating hidden treasure 
chests throughout the levels. Hub levels are not listed here even though they 
have hidden chests. You are not required to find them to achieve mastery, but 
you can still hunt for them for personal satisfaction.Keep in mind that hidden 
chests rise from the ground when you jump or perform a ground strike near 





them. Simply running over an area does not yield a buried reward. 


Level 1: Grave Danger 






Hidden Locked Chest: There's 
one hidden locked chest on the hill 
near the three skeletons congregat- 
ing near the three chests. 

Chest 1: At the start of the level, 
next to the tree on the left 

Chest 2: Right next to the tree on 
the right after the collapsing land 
next to three skeletons 

Chest 3: Look for a chest on the 
left next to the tree right after the 
collapsing land before bone towers. 
Chest 4: Behind the tree in front 
of the gold key gate 

Chest 5: Look to the left on the 
cursed earth next to the ruined’gate 
before the second holy ground. 
Chest 6: Near the stone on cursed 
earth near the end of the level 


Level 3: Dead Heat 





Hidden Locked Chest: Located 
in front of the crypt when you first 
enter the gated area 

Chest 1: Look next to the bone 
tower on the island surrounded by 
the menacing, bubbling lava. 





Chest 2: There’s one near the first 
sarcophagus to the left in the court- 
yard of the gated area. 

Chest 3:,Beside the tree on:the left 
after the three pop-up, kings 

Chest 4: Near the “dead” tree in 
front of the small locked graveyard 
across from mausoleum 

Chest 5: Close to the tree on the 
ledge to the left after the sinking 
mausoleum 

Chest 6: Next to the tree‘in the 
graveyard behind you at the start 

of the level 


Level 4: Coffin Canyon 





Bs Stole =v Role) cto MO) e\-r eg Role) 
before the bridge leading to the end 
of the graveyard 

Chest 1: Right next to the dead tree 
near the second holy ground 

Chest .2: Near the tree right before 
the big dropping land 

Chest 3: Look next to the shrub’ be- 
fore the last jump at the end of the 
level column. 

Chest 4: Close to the dead tree 
near the end of the graveyard sec- 
tion after the gate 

Chest'5: Around the tree near the 
first holy ground 

Chest 6: On a thin bit of lahd to 
the right of the graveyard gate after 
the collapsing bridge 
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Level 5: Bad to the Bone 








Chest 1: Look behind the waterfall. 


Chest 2: At the end of the ramp 
next to the bone tower 

Chest 3: To the right of the mouth 
of the last cave behind the waterfall 
Chest 4: Next to the gravestone 
near the first holy ground 

Chest 5: Located at the tree near 
the wizard 

Chest 6: Close to the tree in front 
of the bridge 

Chest 7: Toward the right on the 
cursed earth—next to. the tree 
before the collapsing land 


Level 7: Watery Grave 





Hidden Locked Chest: Next to 
the plant on the right in the pool 
facing the gate to the graveyard 
Chest 1: Right next to the tree at 
the very start of the level 

Chest 2: Jump next to the plant 
located to left of the steps leading 
to the crypt gate. 

Chest 3: The chest is near the root 
of the tree leading to end of the croc- 
odile area. 

Chest 4: Try looking close to the 
sarcophagus toward the right of the 
gated crypt area. 

Chest 5: Right before the first holy 
ground ina vine-laden area 

Chest 6: Right after the last croco- 
dile near end of the level 





Chest 1: Next to the plant on the 
left that was behind you at the begin- 

ning of the level 

Chest 2: On the last log to the right 
at the beginning of the crocodile pool 








Chest 3: Jump near the first log at 
the start of the level. 

Chest 4: Near the plant in a thorny 
passage 

Chest 5: Right after passing the tree 
root facing the giant pool with a view 
of the Voodoo Temple 





Chest 1: Jump next to the tree on 
the left at the beginning of the level. 
Chest 2: On the rock by itself be- 
fore the skull with open jaws 

Chest 3: Right at the beginning of 
the level-near the tree next to the 
pools of tar 

Chest 4: Next to the tree near the 
axe skeleton after the rock that needs 
to be triggered to rise 

Chest 5: In the tar. right after the. 
skull-with open jaws 

Chest 6: Look near the cliff at the 
foot of the stairs leading to the end 
of the level. 


Level 11: 
Quick and the Dead 


Hidden Locked Chest: At the 


very end of the flooded graveyard 
next to the sixth sarcophagus right 
under the key on the wall 

Chest 1: Jump near the back of the 
log at the beginning of the level. 
Chest 2: In the cave near the rock 
that connects the river sections 
Chest 3: Close to the;plant right 
before the first holy ground 

Chest 4: To the left side of the 
roots of the tree that has broken 
the mausoleum 

Chest 5: Next to the wall behind 
the first sarcophagus 

Chest 6: Behind the big tree on the 
right after the gates leading out of 
the graveyard 
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Level 13: 
Shiver Me Timbers 


Hidden Locked Chest: Look be- 
hind the spirit snowman on the ice 
platform after passing the bomb 
skeleton near the pirate ship. 
Chest 1: At the beginning of the 
level next to the three snow mounds 
Chest 2: Look near the first holy 
ground next to the rocks. 

Chest 3: Toward the end of the 
level, there is one across from the 
wizard near the rocks 

Chest 4: Jump to the left of the 
entrance of the first cave near the 
rocks for a chest. 

Chest 5: At the start of the first cave 
to. the right of the bomb skeleton 
Chest 6: Find one at the'very end 
of the level behind the two regular 
treasure chests. 


Go with the Flow 


Level 1 






Chest 1: On the path leading to the 
-waterfall to the left-after a chain’of 
coin jumps 

Chest 2: Look to the far right on 
the ice under the frozen ship next 
to the furthest frozen zombie. 
Chest 3: Jump near the left of the 
ledge leading up to the frozen ship. 
Chest 4: To the right on the lower 
level of the second ice area 

Chest 5: Search the upper level 
after the first holy ground next 

to the sword skeleton. 


Level 16: 
Dead in the Water 






y is Mls 3 
Hidden Locked Chest: A tasty 
chest is next to the gold gate. 












Chest 1: At the start of the level 
next to the chain of coins and gems 
Chest 2: A quick find is at the start 
of the level behind the wheel o’ prizes. 
Chest 3: Jump next to the rocks 
next to the first holy ground. 

Chest 4: In the cave next to the 
snowman and the rock 

Chest 5: At the end of the narrow 
path that leads to the key 


Level 17: Cannonball Run 





Hidden Locked Chest: Hunt in- 
side the cave with the wizard and 
pop-up ice danger. 

Chest 1: Look right before the very 
thin bridge. 

Chest 2: In the first chamber of the 
cave to the right 

Chest 3:'On‘the last.platform before 
entering the final’ cave 

Chest 4: Carefully jump into the final 
cave behind the pirate skeletons in 
the left chamber. 


Level 19; Infernal:_Devices 


Hidden Locked Chest: On the 
island after the first spinning gear 
Chest 1: Look in between the “teeth” 
just left of the first monster generator, 
Chest 2: There is on the backside of 
the mountain: next to the furthest 
iron gate, 

Chest 3: Jump on the last large plat- 
form behind the wall on the left. 
Chest 4: Explore the left-hand front 
side of the mountain under the cat- 
walk for a chest. , 

Chest 5: Go to the right side of 

the “scrape” made by the last 
swinging mace. 

Chest 6: At the left side 
of the “scrape” made by 
the first swinging mace 



















UIDE MAXIMO: GHOSTS TO GLORY 


Chest 1: Near the zombies next to | Level 27: Great Escape Chest 2: Oh, it’s a hidden chest in 
the first holy ground 3 z the wine cellar—get it! 

Chest 2:-Look on the island after the Chest 3: Dig around in the secret 
swinging mace when you're heading passage leading to the gold key cell. 
for the second king trigger. Chest 4: In the bend of the hallway 
Chest 3: Jump around in the first leading to the dead end with all the 
alcove onthe backside of Mt. Heck. angry skeletons 

Chest 4: Search on the upper level Chest 5: Jump towards the left 
ofthe third mountain of Mt. Heck end of the cell in between the two 
right after the pedestal jumps that whirling iron maidens. 

lead to the upper level. = 
Chest 5: A idan chest is between Hidden Locked Chest: Look in Level 31: Mastery 
the fire-breathing heads after the big the “closet” before the third Dark 












4 


Hidden Locked Chest: Jump near 
the start of the level toward the left 


next to’ the raised-rocks. cavern inside the mountain. Knight for a chest. 
Chest 1: Look under the third fire- - . Chest 6: On the third island after Chest I: Look right behind the first 
breathing dragon head. the mouth-cave mountain holy ground. 


Chest 2: Hidden to the left of the 
second swinging mace in the cavern 
Chest:3; In the middle of the ring of 
coins next to the second fire-breath- 
ing dragon’s head ; 

Chest 4: Jump to the right after the 
double rotating blades. 

Chest 5: Search to the right in the 


Chest 2: Behind the first pillared 
chamber to the right 

Chest 3: In the garden next to the 
plant monster 

Chest 4: In front of the window * 
before the two lava pits 

Chest 5: Jump on top of the large 
square hedge in the garden. 


Chest 1: You can find a chest in 
the grave mound near ithe cave at 


the start of the level. 
Chest 2: Search near the tree on 
the cursed earth outside the cave 
Ba S Level 28: at the start of the level. 

Hidden Locked Chest: Around Dungeon of Despair Chest 3: Near the outside of the 
Level 22: the right corner of the castle after main gate to the right 
The Unkindest Cut the plant monster Chest 4: Outside of the main gate 

z Z Chest I: There’s one at the start of to the left near the second tree 
the level next to the siege tower. Chest 5: Jump next to the right-hand 
Chest 2: In the chamber underneath bush after the bridge. 
the bomb. skeleton and green ghost Chest'6: Look next to the big bush 
Chest 3: Right in front of the ‘on the left outside of the main gate. 
catapult—an easy one Chest 7: You can find a nice chest 
Chest 4: Search the far side of the next to the rock close to the third 
siege tower.that you leap from. = as bone tower. 
Chest 5: Jump near the left:backside | Chest 1: Look in the cell to the Chest 8: Near the small hill toward 
of the wall that the catapult smashes, right after the first river. the end of the level next to the rising 


Chest 6: Search near the end-of-the 
level column on the left side. 


middle of the green-lit pathway. 
Chest 6: Jump on the island at the 
end of the level next to the right 
“tooth” to find a chest. 





SAG 









Hidden Locked Chest: There's Chest 6: Hunt next to the chest hill on the left 
- one right at the beginning near housing the wizard—next to the 
where the ghost appears. drawbridge. _ . 


Chest 1: To the right at the start 
of the level just before the arch 
Chest 2: To the left of the archway 
in the big “arena” before the second 
holy ground 

Chest 3: Look to the right of the 
big cave entrance. 

Chest 4: At the very end of the 
third saw blade hall 

Chest 5: Search the island after the 
second spinning gear. - 

Chest 6: Jump next to the end-of- 
level column. 


Level 23: Down the Gullet 





Sar ox ee cS 
Hidden Locked Chest: To the left 
of the cave mouth opening 
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It’s all about figuring out the boss's patterns and weak spots. Here’s the full 
scoop on how to turn these muthas out! 


Boneyard Boss: 
fey teriVmeiy 








If you stay ata distance, Gus will use 
two long-range attacks. The first is 
when he digs up huge boulders from 
the ground and hurls them at you— 
these are very easy to dodge. The 
second method of attack is a whomp- 
ing ground strike that creates a sonic 
wave that you must jumping over 
to avoid. 





What you need to do is get close 
enough to him so that he chases you. 
Lead Gus in such a way that he has 
to jump over the hole in the middle 
of the stage to get to you. 





If he gets too close to you, Gus will 
show you what's up with the busi- 
ness end of his shovel. A hit from the 
shovel will knock you back a ways, 
which, in turn, makes him start up 
his long-range attacks again. 


aoe 





Once you get Gus to jump over the 
hole, position yourself so that he 
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lands a small distance in front of 
you; you need to quickly spring into 
action before Gus lands. 





When Gus is just about to land, quickly 
perform a ground strike aimed at his 
feet. While he grabs one foot in pain, 
hit his other foot with another ground 
strike to knock him on his rear. 





As soon as he’s down, use your A 
attack on his head in order to inflict 
maximum damage. You can also use a 
normal attack, but that would make 
the battle a lot longer. 


Great Dank Boss: 
Bokos Labas 









Bokos is very fond of shrinking med- 
dling intruders like you! Zoinks! It’s 
very tough to avoid his shrink magic, 
but luckily it’s not hard to dodge his 
stomping feet once you are shrunk. 





After you return to normal size, Bokos 
splits into several copies of himself and 
proceeds to run around like a loon. 


The last one that you dispatch takes 
damage, so try to use your A attack 
because it inflicts more damage. 





eet S | 
If you fail to dispatch all of the Bokos 
copies, Bokos will bring on the very 
bad voodoo by running a spike through 
you. He’ll also makes an extra copy. 
of himself for every time he uses this 
attack, so it’s a good idea to use your 
shield throw to help take care of the 
first few. 





After you take care of the Boko copies, 
Boko summons some awfully disturb- 
ing dudes who have furry, spike-em- 
bedded heads and run around in boxer 
shorts. While these guys chase you, 
Bokos shoots projectiles at you that 
anticipate your movement, so don’t 
run blindly in one direction. 





Bokos also uses shrink magic here, so 
just avoid his stomps and the furry 
creatures until he splits himself into 
copies, then finish him off. 


Frozen Waste Boss: 
Captain Cadaver 





The Captain comes out of the gates 
swinging with two long-range attacks. 
He shoots flame rounds from his 
trusty pistol, and—just like Bokos— 


MAXIMO: GHOSTS TO GLORY 


his projectiles will try to anticipate 
your next move. You should be 
sneaky with your directions. 





Next, the Captain shoots nasty ice 
rounds that freeze you solid and en- 
able him to make some crushed ice 
con Maximo! 





You can hit the Captain at any time 
during the fight, but you won't inflict 
any damage. In order to harm him, 
you have to knock him over one of 
the open grates. 





Once you knock the Captain:down, 
his leg gets stuck and he won't be able 
to attack for a short time. Crouch 
down and give the peg leg a slice — 
unfortunately, you can’t use any 
stronger attacks than that to take 
him out. 





When you get in close, the Captain 
will attack with one of two anchor 
swings. One starts high with an over- 
head swing, and the other comes 
underhand in a bowling-like style. 
Staying on his non-anchor-hand side 
keeps you out of harms way. 
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Staying too close to the Captain will 

trigger his whirlwind. spin, which can 

knock you almost across the entire 

room. If you just keep knocking the 

Captain into the grate, he should be 

deep sixed after receiving five crouch 
attack hits. 


Spirit Realm Boss: 
Lord Glutterscum 





Any demon with spotty skin is:going 
to have a bad disposition, and Glutter- 
scum is no different.."Scum gives you 
a rousing welcome with a splat of 

green glop. Again, watch your pat- 

terns and be sure they're crazy! 





After ’Scum's fifth spit projectile, start 
moving toward him and veer either 
to the very right or left of him. He'll 
quickly unleash his sulfurous fire breath, 
which you should be able to easily 
dodge if you.angled your run toward 
him well. 








Move behind ‘Scum, and hit him with 
a jump strike. You cannot use your 
stronger attacks, but there's really no 
need to as he leaves himself open for 
a very long period of time. 


(e\) PROSTRATEGY GUIDE 






After getting hit, "Scum jumps up 
and performs a butt crunch on the 
floor, which, in turn, sends out a 

shockwave you must jump over. He'll 
still do a butt crunch regardless of 
whether you hit him or.not. After 
three crunches, the floor gives way 
and you fall to the next lower level. 





There are five levels total, and they 
get progressively dangerous as’ you 
descend. Starting with the level 
marked “Il,” there are an increasing 
number of spikes spinning along the 
walls, and the final floor has you 
land you in lava (i.e. instant death). 


You may be tempted to stay close to 
Glutterscum to avoid his projectiles; 
if you do, he'll perform a viscous tail 
whip. Just avoid-his glop and flames 
and the “Lord” will be toast after 
eight strikes to his bottom. 


Castle Maximo Boss: 
Achilles 





Achilles starts with two long-range 
attacks —a three-flame shotand a 

sweeping purple-ground strike. The 
flame attack can hit you only from 

afar, so it’s okay to move in close 

while he’s unleashing it. 
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The sweeping purple strike, on the 
other hand, surrounds Achilles while 
he’s blasting, and causes damage if 
you're too close to his majesty. In 
this form, he has no other close- 
range attacks other than the spill- 
over from this blast. 





FE ea) KES 
Once you're in close to Achilles, take 
a good, strong whack, using your A 
attack, After Achilles is hit, immedi- 
ately move away from him because 
he conjures a blast shield that knocks 
you back. 











After taking a set amount of damage, 
Achilles gets.all serious on you and 
projects a giant head that spreads 
land mines and shoots lasers from 
its eyes. The mines explode upon 
any contact— including attacks — 
sq just avoid them. The-head likes to 
roam around and come after you, so 
keep as safe a distance as possible. 





Achilles then casts various shields 
with symbols on them. The symbols 
represent what that particular shield 
is weak against, which is great as long 
as you possess that specific attack to 
counteract it! If you don’t have thé 
correct counter attack, Achilles will 
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increase the range of the shield 
momentarily before selecting a 
new one—so don’t hang too close 
to him, If yourdon’t have any of the 
symbols he conjures, don’t worry— 
he'll get tired of his shields, call off 
the huge head, and go back to his 
long-range attacks. Watch carefully 
where his giant head disappears as 
it later turns into a useful item. 





When about half of Achilles energy is 
depleted, he summons four energy 
rods from the room_and. transforms 
into.an electric giant. Achilles recov- 
ers energy’until you destroy all the 
rods. If you get hit by Achilles’ fists, 
the rods will re-activate—so keeping 
a safe distance from him is top pri- 
ority. It’s easier to. run and re-smash 
one or two re-vitalized rods than 
having to do all four at once. 








After destroying his electric giant 
twice, Achilles reverts'to old-school 
close-range spear attacks. He swings 
in threes, sovavoid the strikes and 
then get in close enough to strike. 
Lightning-like bolts randomly hit the 
floor, but they: won't hit you as long 
as you keep moving. 
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Mild Language 
Mild Violence 
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Castle Maximo Boss 2: 
Demon Queen 





What horrible manner of joke is this? 
What has happened to dear Sofia? 
Maximo used to like her, but she 
just got a whole lot uglier. 


Achilles must not have paid the 
electric bill because you’re running 
around a dark main hall..Lightning 
provides momentary illumination, 
but you should be able to track the 
Queen's movement by her yellow 
eyes and the silhouettes cast against 
the windows. 





The best bet is to run along the outer 
perimeter of columns until she gets 
close to you. This triggers the light- 
ning that, in turn, reveals her mug in 
plain view. 
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Jump up and hit-her in the red jewel; 
you cannot use the A or ground 
strike. The queen will take a mean 
swipe at you if you don’t hit her, so 
don’t miss! 








a 


lightning flashes means she’s going 


. to smack you a good one, so. move 
quickly to the left or right. The dark 


may seem to make this fight more 


challenging, but the Queen is a push- 
over if you stay calm and wait for her 


to show up in front of you. 


Seeing her in this position when the 





Story Cinemas 
To unlock a CG cinema viewer, just 
beat the game. 





Gallery 

If you collect kisses from all four 
Goddesses, the gallery will be yours 
to peruse. 





Mastery. Level 

To unlock the amazingly tough mas- 
tery level, you must achieve a 100 
percent mastery ranking. This bonus 
stage features.a tough-as-nails chal- 
lenge, including a fight against 40 
consecutive enemies! Whoa! 
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Balaclava Ms Goggles 9mm 


submachine 



























Assault vest. 
N\ 


Kevl t 
Vidsa Pte dass Spare 30-round 


— magazine 
Gas mask pouch- 





Game Boy Advance 


Rappelling bel 


9mm pistol 


Flash/bang grenades 


9mm pistol magazines—— 


THE LEGENDARY ACTION HIT, 9 
NOWFORTHE GAMEBOY =| 


boots 


S. Flash/bang pouch 





Cj eR ae ae \ 
with 4 elite operatives: Sniper, Demolitions, 

Assault and Recon specialists armed with 

the latest technology and weapons. 


Real-World Action: Take your team on 15 
explosive missions against nuclear terrorists! 
Infitrate, Disarm, Eliminate! Use stealth, 

strategy and ski o neutralize the enemy. 

_ Mubtiplayer Assautt: team up against terror — 
Ae 2 player co-op mode or 4-player adversarial — 
itS you against 3 others! 
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San Francisco, CA 94119-4709 
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PlayStat 


codevaultegamepro.com 


if, Fr 
All Weapons: Pause the game, and then press LI, L2, RI, R2, A, O, x, 0. 


If you entered the code correctly, you'll have all weapons when you resume 
the game. 


Invulnerability: Pause the game, and then press LI, LI, L2, L2, RI, RI, 
R2, R2. If you entered the code correctly, you'll be invulnerable when you 
resume the game. 


Unlock All Levels: Finish Chapter One: Roscoe Street Station, and then 
press Select to return to the main menu. At the main menu, press Up, 
Down, Left, Right, Up, Left, Down, O. Select Load Level, and if you 
entered the code correctly, all levels will be available. 





Victor Ovalle, Jr.—Norwalk, CA 







Refill Ammo, Painkillers, and Bullet Time 






ters aad Bullet: Time 


At the main menu, simultaneously press and hold L and R, and push in 
both analog sticks until you hear them click. Continue to hold the but- 
tons, and then press White, Black, Black, White, White, Black. If done 
correctly, a Cheats option will appear at the bottom of the main menu. 
To activate the cheat, press Back during gameplay to return to the 
main menu, select Cheats, and then 
choose Refill. When you resume the 
game, all of your ammunition, painkillers, 
and Bullet Time will be replenished. 








GAMEPRO APRIL 2002 


AA BO OIG ReGisHaie 
Kom noe aR 
Uv OW xv Re! 
Cerner arate 

om OcLeTs 


cuect 





At the main menu, select New Game. Enter GREYTHERAT as a name, and 
if you entered the code correctly, you’ll automatically go to the Battle Royale 
bonus mission, and all missions will be unlocked. 


create 
tournament 
options 


wournanrene 


options 





: X 3 a .\ 
At the Main Menu, press Up, Up, Down, Down, Left, Right, Left, Right, 
A, A, O. If you entered the code correctly, “New wrestlers unlocked” will 


7! 


appear. All wrestlers will now be available at the Player Select screen. 








During gameplay, simultaneously press and hold LI, R2, Left, A, and 
Start. If you entered the code correctly, a cheat menu will be displayed 


which will enable you to warp to another level or activate invulnerability. 
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DAVE MIRRA FREESTYLE BMX 2 @ 


All Movies, Unlock Everything, and More 





WAT WEN] 


At the Main Menu, enter any of the following codes to unlock these cheats. 
If you entered the code correctly, you will hear a sound. 


All Bikes: Press Up, Left, Down, Right, Down, Down, Right, Down, 
Down, Left, B. 


All Movies: Press Up, Left, Down, Right, Left, Left, Right, Left, Up, 
Down, B. 


All Objects in Park Editor: Press Up, Left, Down, Right, Down, Up, 
Up, Down, Right, Right, B. 


All Themes in Park Editor: Press Up, Left, Down, Right, Down, Up, 
Down, Right, Left, Left, B. 

Colin Mackay's Competition Outfit: Press Up, Down, Right, Down, Up, 
Right, Right, Up, B. 

Dave Mirra's Competition Outfit: Press Up, Down, Up, Down, Right, 
Left, Up, Up, B. 


Joey Garcia's Competition Outfit: Press Up, Down, Up, Left, Down, 
Right, Down, Right, B. 


Leigh Ramsdell's Competition Outfit: Press Up, Down, Down, Left, 
Down, Down, Down, Left, B. 


Luc-E’s Competition Outfit: Press Up, Down, Left, Down, Left, Right, 
Left, Left, B. 


Rick Moliterno’s Competition Outfit: Press Up, Down, Up, Up, Up, Up, 
Left, Up, B. 


Ryan Nyquist's Competition Outfit: Press Up, Down, Down, Left, Down, 
Up, Up, Down, B. 


Tim Mirra’s Competition Outfit: Press Up, Down, Right, Left, Left, Up, 
Down, Up, B. 


Todd Lyon's Competition Outfit: Press Up, Down, Down, Right, Up, 
Left, Left, Down, B. 


Troy McMurray's Competition Outfit: Press Up, Down, Left, Down, 
Right, Left, Up, Left, B. 


Zach Shaw's Competition Outfit: Press Up, Down, Left, Right, Down, 
Down, Right, Down, B. 


Unlock Amish Boy: Press Up, Left, Down, Right, Right, Left, Left, 
Down, Up, Left, B. 


Unlock Colin Mackay Levels: Press Up, Up, Right, Left, Up, Right, 
Right, Up, B. 


Unlock Dave Mirra Levels: Press Up, Up, Up, Right, Up, Left, Up, 
Up, B. 


Unlock Everything: Press Up, Right, Down, Left, Right, Right, Up, 
Down, Left, Right, Up, Left, Right, Right, Down, B. 


Unlock Joey Garcia Levels: Press Up, Up, Up, Up, Down, Down, 
Down, Right, B. 
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Unlock Kenan Harkin Levels: Press Up, Up, Left, Left, Down, Up, 
Down, Down, B. 


Unlock Leigh Ramsdell Levels: Press Up, Up, Down, Up, Left, Down, 
Down, Left, B. 


Unlock Mike Diaz Levels: Press Up, Left, Down, Right, Right, Left, 
Up, Down, Up, Right, B. 

Unlock Mike Laird Levels: Press Up, Up, Right, Down, Down, Right, 
Up, Right, B. 

Unlock Rick Moliterno Levels: Press Up, Up, Up, Down, Right, Right, 
Left, Up, B. 

Unlock Ryan Nyquist Levels: Press Up, Up, Down, Down, Left, Right, 
Up, Down, B. 

Unlock Scott Wirch Levels: Press Up, Up, Right, Up, Left, Left, Left, 
Right, B. 

Unlock Tim Mirra Levels: Press Up, Up, Right, Down, Right, Left, 
Down, Up, B. 

Unlock Todd Lyons Levels: Press Up, Up, Down, Up, Right, Right, 
Left, Down, B. 

Unlock Troy McMurray Levels: Press Up, Up, Left, Up, Up, Right, 
Up, Left, B. 


Unlock Zach Shaw's Levels: Press Up, Up, Left, Right, Down, Down, 
Right, Down, B. 


STAR WARS STARFIGHTER: SPECIAL EDITION x] 


Unlock Everything 


y 3 \ 
U DP 
(eae 
oe 
< ] 


everything unlocked 





wack \ crase 4 b A select Y ok 


At the main menu, select Options, and at the Options menu, choose Code 


Setup. At the Code Setup screen, enter EUROPA as a code, and ‘if you 
entered it correctly, the screen will read “Everything Unlocked.” 


TONY HAWK’S PRO SKATER 3 A 


End Level with Extra Points and Unlimited Special 
STATISTICS 


TOTAL SCORE so0000 
HIGH SCORE 40000 
LONGEST COMBO, 0 
BEST COMBO 0 FOR O 









PAUSED 
CONTINUE 
RETRY 
SOUNDALEVELS: 


END RUN 


> 


SELECT 


#® co Back 


CONTINUE 


Pause the game, press and hold LI, and then 
enter the following codes to unlock these 
cheats. If you entered the code correctly, 3 
the screen will shake. 


End Level with Extra Points: Press 0, O, 
Right, 0, O, Right, 0, ©, Right. 


Unlimited Special: Press A, Right, Up, 0, A, 
Right, Up, 0, A. 
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All Missions in Career Mode and Extra Money 


Quick Race 
Time Attack 
Free Roam 


Replay 
Rankings 
Profiles 
Options 


Prayor 4 


Garage 
Shopping 
Racing 


Alaska: Sted 
Alnska : Animal Resco 


Missions aro a great way torfiake big cash 
Whie youre: not” busy-racng 


At the title screen, enter the following codes to unlock these cheats. If you 
entered the code correctly, you'll hear a sound. 


All Missions in Career Mode: Press X, X, White, White, Y, Y, White, 
X, Y, ¥, X, White. 


Extra Money: Press Y, X, White, Y, X, White, X, X, Y, White, X, Y. 


ity, and More 
MAIN MENU mt 


At the Main Menu, select New Game. At the Player ID screen, enter any of 


the following codes to unlock the corresponding cheat. If you entered the 
code correctly, you'll hear the roar of the Kabuto. 


Unlimited Ammo: 
Unlimited Mana: 


GAMEPRO APRIL 2002 


Slow Motion Jumps, Unlock All Boarders, and More 


Practice 


Options 


More Points: During gameplay, simultaneously press and hold Back 
and Start, then press Y, L, X, B, R, A, R, A. If you entered the code 
correctly, you'll hear a sound. Quit the game, and at the Main Menu, select 
Play Dark Summit. At the Choose Challenge screen, select Continue Game, 
and you will have over 9 million Lift Points and Equipment Points. 


Slow Motion Jumps: During gameplay, simultaneously press and hold 
Back and Start, and then press Y, X, B, L. If you entered the code cor- 
rectly, you'll hear a sound. To activate slow motion jumps during gameplay, 
simultaneously press L and R during a jump. 


Unlock All Boarders: During gameplay, simultaneously press and hold 
Back and Start, and then press Y, L, X, B, R, A, R, B. If you entered 
the code correctly, you'll hear a sound. Quit the game, and at the Main 
Menu, select Play Dark Summit. At the Choose Challenge screen, select 
Continue Game, and all boarders will be available at the Rider Select screen. 


Unlock Challenges: During gameplay, simultaneously press and hold 
Back and Start, and then press Y, L, X, B, R, A, R, X. If you entered 
the code correctly, you'll hear a sound and all challenges will be accomplished. 


TONY HAWK’S PRO SKATER 3 (@) 


Cheat Mode 


tier, Cheat: Code 


gen, te 


PAUSED 


eoIT TRICKS 
CHEATS: 
ENO RUN 


oe 


2% Sebel @ Accept. -& Back 


At the Main Menu, select Options, 
and at the Options menu, select 
Cheats. At the Enter Cheat Code 
screen, enter MARKEDCARDS as 
a code. If you entered the code 
correctly, you'll hear a sound. 
Start a game, press Start, 

select Cheats, and you'll 

access a Cheat Menu. 
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SHAUN PALMER’S PRO SNOWBOARDER 


Cheat Mode, Full Stats, and More 
Options 


LOAD DATA 

SAVE DATA 

CHEATS 
SPLIT SCREEN 
GAP CHECKLIST 
HIGH SCORES 
WATCH REPLAY 


Carve 


ACERT 
Time LEFT 


Cheats 


HALF GRAVITY OFF 
QUICKIE TRICKS OFF 
DOUBLE SPEED OFF 
BIG HEAD MODE OFF 
METALLIC BOARDER ¢ ON 
THE FLIPSIDE OFF 
RESET TO DEFAULTS 


At the main menu, highlight “Options,” and then enter any of the following 
codes to unlock the corresponding cheat. If you entered the code correctly, 
you'll hear a sound. 


All Characters and Boards: Simultaneously press and hold R2 and 
Right, and then press A, 0, A, O, A. 

All FMV Sequences: Simultaneously press and hold RI and Left, and 
then press A, A, O, A. 

Cheat Mode: Simultaneously press and hold L2 and Right, and then 
press A, LD, A, O, A. 

Full Stats: Simultaneously press and hold LI and Right, and then 
press A, A, O, A. 


STAR TREK VOYAGER: ELITE FORCE (FE) 


All Weapons, Maximum Health, and More 


Gane Paused 


Reture-ts Gane 
fetura to Meng 
Save Gane 
Load Bane 
Configure Gotions 


| & : Select 
be = eeesy 


Pause the game, and then enter the following codes to unlock these cheats. 
If you entered the code correctly, a voice will say, “Impressive!” 


All Weapons: Simultaneously press and hold LI, L2, RI, R2, L3, 
and Select. 


God Mode: Simultaneously press and hold RI, R2, R3, LI, L2, 
and Select. 


Maximum Armor: Simultaneously press and hold LI, RI, and Select. 


Maximum Health: Simultaneously press and hold LI, L2, RI, R2, 
and Select. 


Refill Ammo: Simultaneously press and hold RI, R2, and Select. 
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Unlock All Missions 
MAIN MENU 


At the Main Menu, select Options. At the Options screen, set the Vibra- 
tion to I, and set SFX and Music to 0. Then, simultaneously press 
and hold LI, L2, RI, R2, O, and O. If you entered the code correctly, 
the words “Spooky Cat” will appear onscreen. Restore the settings and start 
a campaign, and all missions will be available. 





Start a new game, and at the Name Entry screen, 
enter Bonus-Park as a name. If you entered 
the code correctly, you'll start the game with 

an insane amount of money. 


MEGA MAN X° 


Dark Re’ 


A » 


PRESS START BUTTON or © BUTTON 


POM CO,LTD.2001, 
cAPCOM U.S AINC.2001 ALL RIGHTS RESERVED. 


Dark Revived Hunter: At the title screen, press LI, LI, LI, R2. If you 


entered the code correctly, you'll hear a sound. Start a game, and when you 
find Revived Hunter, he will be in dark form. 


Mega Man X's Black Armor: At the title screen, press Left, Left, Left, 
Right. If you entered the code correctly, you will hear a sound. Start a game, 
and Mega Man X will be wearing his black armor. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 





GU de WalWibl 











Puke Mode: ALIENSEYEVIEW 
Sunglasses Mode: TINTEDSPECS 
Turbo Mode: RUNSLIKETHEWIND 













NASCAR THUNDER 


Unlock Bonus Cars 








f# Driver Seles!, 































press stant V me 
At the title screen, press Left, Right, Right, 
Right, Down, Up, Right, Up, A. If you entered 
the code correctly, you'll hear a sound. Start a 
game, and you'll have 99 lives. 





At the Driver Select screen, choose Create-a-Car. At the Create-a-Car 
screen, select Driver. Enter any of the following first and last names to unlock 
the corresponding car. Return to the Driver Select screen and, if you entered 
the name correctly, the unlocked car will be available. 


PR T EDEN 
Cheat Mode 








First Name Last Name First Name Last Name 
Audrey Clark Josh Neelon 
Benny Parsons Katrina Goode 
Buster Auton Ken Patterson 


Cheryl King Kristi Jones 





. Chuck Spicer Mandy Misiak 

. Crissy Hillsworth Michelle Emser 

Daryl Wolfe Rick Edwards 

' Dave Alpern Rick Humphrey 
Dave Nichols Sasha Soares 
Diane Grubb Scott Brewer 
Dick Paysor Tom Renedo 

During a game, press X to bring up the team menu. Press and hold Select, Jim Hannigan Traci Hultzapple 
: and then press the Left analog stick Up. Immediately rotate it clock-  goey Joulwan Troi Hayes 


wise three times, and then immediately rotate it counterclockwise 
three times. If you entered the code correctly, a green triangle will appear 
below the Log icon in the lower-right corner. Select the triangle to display the 
Cheats menu. 


MEN IN BLAGK—THE SERIES: CRASHDOWN rp) 


Infinite Ammunition, Turbo Mode, and More 





Vassword input: 
QFU7TMPON?75CH 


&s 7” 828 92 


« = EA 


Ssevect Maccept (2)sELECT @accepT @Back 6+ “H+ 


HONEYCOMB 





QuLIe 5 SURERETRE = 
At the main menu, select Password. At the Password screen, enter any of the SPEED ‘ 3 . ye 
following passwords to unlock these cheats. If you entered the code correctly, CONTROL 5 


©)SELECT ®accePT ®sack ()SELECT ®accept ®sBack 





you'll hear a sound. 


All Weapons: Nitcnnossioleleouic] At the main menu, select Password. At the Password Input screen, enter 


QFJ7MP9N?5CM4 as a password. Return to the main menu and start a 





Blurry Graphics: MENINBLURRR : 
Infinite Ammunition: [os:x0) game, and if you entered the code correctly, all of Shaun Palmer's boards and 
One-Shot Kills: ONESHOTSPLAT levels will be available. 
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Unlock Bikes, Levels, and More 


At the Main Menu, enter any of the following codes to unlock these cheats. 
If you entered the code correctly, you will hear a sound. 


All Objects in Park Editor: Press Up, Left, Down, Right, Down, Up, 
Up, Down, Right, Right, X. 


All of Colin Mackay’s Bikes: Press Down, Down, Right, Right, Right, 
Right, Right, Up, X. 


All of Dave Mirra’s Bikes: Press Down, Down, Up, Right, Up, Right, 
Up, Up, X. 


All of Joey Garcia's Bikes: Press Down, Down, Up, Right, Left, Left, 
Down, Right, X. 


All of Kenan Harkin's Bikes: Press Down, Down, Left, Up, Down, 
Right, Down, Down, X. 


All of Leigh Ramsdell's Bikes: Press Down, Down, Down, Up, Left, 
Left, Down, Left, X. 


All of Mike Laird’s Bikes: Press Down, Down, Right, Left, Down, Up, 
Up, Right, X. 


All of Rick Moliterno's Bikes: Press Down, Down, Up, Left, Right, 
Right, Left, Up, X. 


All of Ryan Nyquist's Bikes: Press Down, Down, Down, Down, Down, 
Right, Up, Down, X. 


All of Scott Wirch’s Bikes: Press Down, Down, Right, Up, Down, Down, 
Left, Right, X. 


All of Tim Mirra’s Bikes: Press Down, Down, Right, Left, Down, Right, 
Down, Up, X. 


All of Todd Lyon's Bikes: Press Down, Down, Down, Down, Left, 
Right, Left, Down, X. 


All of Troy McMurray's Bikes: Press Down, Down, Left, Down, Right, 
Left, Up, Left, X. 


All of Zach Shaw's Bikes: Press Down, Down, Left, Down, Up, Right, 
Right, Down, X. 


All Themes in Park Editor: Press Up, Left, Down, Right, Down, Up, 
Down, Right, Left, Left, X. 


Unlock Colin Mackay Levels: Press Up, Up, Right, Left, Up, Right, 
Right, Up, X. 


Unlock Dave Mirra Levels: Press Up, Up, Up, Right, Up, Left, Up, 
Up, X. 


Unlock Kenan Harkin Levels: Press Up, Up, Left, Left, Down, Up, 
Down, Down, X. 


Unlock Leigh Ramsdell Levels: Press Up, Up, Down, Up, Left, Down, 
Down, Left, X. 


Unlock Mike Laird Levels: Press Up, Up, Right, Down, Down, Right, 
Up, Right, X. 
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Unlock Rick Moliterno Levels: 
Press Up, Up, Up, Down, Right, 
Right, Left, Up, X. 

Unlock Ryan Nyquist Levels: 

Press Up, Up, Down, Down, 
Left, Right, Up, Down, X. 
Unlock Scott Wirch Levels: Press Up, 
Up, Right, Up, Left, Left, Left, 
Right, X. 

Unlock Tim Mirra Levels: Press Up, 
Up, Right, Down, Right, Left, Down, 
Up, X. 

Unlock Todd Lyons Levels: Press Up, Up, Down, Up, Right, Right, 
Left, Down, X. 


Unlock Troy McMurray Levels: Press Up, Up, Left, Up, Up, Right, Up, 
Left, X. 


Unlock Zach Shaw's Levels: Press Up, Up, Left, Right, Down, Down, 
Right, Down, X. 

Level Passwords 

At the main menu, select the password icon, and at the password screen, 


enter any of the following passwords to unlock the corresponding level. If 
you entered the password correctly, you will automatically begin that level. 

















































Level 3: 
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EREMY MCGRATH SUPERCROSS WO (PE) 


Moon Gravity and Unlimited Turbo 


Single Event 


Toniours of 






At the main menu, enter the following codes to unlock 
these cheats. If you entered the code correctly, a 
message will appear onscreen. 








Moon Gravity: Press Up, Up, 
Up, Up, RI, O, O. 


Unlimited Turbo: 
Press R2, LI, O, O, 
O, O. 
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DREAMCAST COLLECTOR’S EDITION GIVEAWAY OFFICIAL RULES: 
1. NO PURCHASE NECESSARY TO ENTER OR WIN. 


2. To Enter: Fill out the entry form on page 117 or hand print your name, complete address 
including zip code, complete daytime phone number with area code, and e-mail address (if 
available) on a 3° x 5° card and mail it in a first class stamped envelope to: Dreamcast 
Collector's Edition Giveaway, P.O. Box 193712, San Francisco, CA 94119-3712, Or enter via 
the Internet at www.gamepro.com and complete the entry form. Limit one (1) entry per per- 
son regardless of entry method. Sweepstakes begins at 12:01 am. (PST) on March 5, 2002. 
All entries must be received by 11:59 p.m. (PST) on April 5, 2002. By participating, entrant 
(and entrant's parent/legal guardian, if entrant is a minor) agree to these Official Rules 


ng: Eleven winners will be selected in a random drawing held on or about April 15 
‘rom all eligible entries received, Judges’ decisions are final and binding in all matters 
Winners will be notified by mail. Winners may not substitute, assign or transfer prize or 
redeem prize for cash. Sponsors reserve right to substitute prize with prize of equal or 
greater value, it advertised prize becomes unavailable. 


4, Prizes: The following prizes (with corresponding estimated retail values) will be award- 
ed: One Grand Prize Winner will receive the following: The last Sega Dreamcast system to 
come off the production line, autographed by the Dreamcast development team, and 55 
first-party Dreamcast games (ERV: $2,500). Ten First Prize Winners will receive a one-year 
subscription to GamePro magazine (ERV: $199.50). Total ERV of prizes is $2,699.50. Odds 
of winning depend on number of eligible entries received. If prize is won by internet entry 
winner will be deemed the subscriber to the Internet account, who must comply with all of 
these rules. Prize won by a minor may be awarded to parent/legal guardian. Limit of one (1) 
prize per person/househiold 


5. Eligibility: Sweepstakes is subject to all U.S. federal, state and local laws and regulations 
and is void where prohibited, taxed or restricted by law. Sweepstakes is open to legal resi- 
dents age 13 or older of the contiguous 48 United States and Canada, including the District 
of Columbia, except for Quebec. Employees of Sponsors and their affiliates, subsidiaries, 
distributors, retailers and anyone involved with the design, production, execution or distr 
bution of Sponsors’ products or related promotional materials and their families are not eli- 
gible. Canadian residents, in order to be eligible to win, must first correctly answer a time- 
limited, skill-testing question administered by telephone. 


6. General: Prize winners (and winner's parentVlegal guardian, if winner is a minor) will be 
required to sign and return an affidavit of eligibility and liability release and where lavul, a 
publicity release within 14 days of notification or prize will be forfeited and awarded to alter- 
nate winner. If prize notification or prize is returned as non-deliverable, prize will be forfeit- 
ed and an alternate winner selected. Neither the Sponsors nor any of their agencies are 
responsible for illegible, lost, late, damaged, incomplete, stolen, postage-due or misdirect- 
ed mail or entries, or for lost, interrupted or unavailable network server or other connec 
tions, miscommunications, failed telephone or computer or telephone transmissions or 
technical failure, jumbled, scrambled or misdirected transmissions, or other errors of any 
kind whether human, mechanical or electronic or for phone, electrical, network, computer 
hardware or software program malfunctions, failures or difficulties, or for ISP/network/Web 
site accessibility or unavailability. Persons found tampering with or abusing any aspect of 
this Sweepstakes, as solely determined by the Sponsors, will be disqualified. If disqualified 
for any tampering or abuses, Sponsors reserve the right to terminate entrant's eligibility to 
participate in Sweepstakes. in the event any portion of this Sweepstakes is compromised 
by virus, bugs, non-authorized human intervention or other causes beyond the control of 
Sponsors which, in the sole opinion of the Sponsors, corrupts, or impairs the administra- 
tion, security, fairness or proper submission of entries, Sponsors reserve the right at their 
sole discretion to suspend or terminate the Internet portion of the Sweepstakes, and ran- 
domly select a winner from Internet entries received prior to the action taken and regular 
mail-in entries. Winner (and winner's parent/legal guardian, if winner is a minor) by accep- 
tance of prize (a) agrees that Sponsors and their affiliate companies, parents, subsidiaries, 
advertising and promotion agencies, and all of their respective officers, directors, employ- 
ees, representatives and agents will have no liability whatsoever for, and shall be held harm- 
less by winner against, any liability for any injuries, losses or damages of any kind to per- 
sons, including death, or property resulting in whole or in part, directly or indirectly, from 
acceptance, possession, misuse or use of the prize or participation in this Sweepstakes or 
participation in any Sweepstakes related activity, and (b) except where legally prohibited, 
grants permission for Sponsors and those acting under their authority to use his/her name, 
photograph, voice and/or likeness, for advertising and/or publicity purposes without addi- 
tional compensation. Taxes solely the responsibility of winner. All decisions of Sponsors on 
all matters relating to this promotion are final. Unclaimed prizes will not be awarded. If an 
individual winner does not claim his or her prize by May 5, 2002, the prize will be forfeited 
back to the supplier. Prizes cannot be claimed after the Sweepstakes has been completed 


7. For names of winners, send a stamped, self-addressed envelope for receipt by February 
15, 2003 to: Dreamcast Collector's Edition Giveaway Winners, P.O. Box 193712, San 
Francisco, CA 94119-3712. 


8. Sponsored by: 1DG Games Media Group and Sega of America. 
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BLOCKBUSTER HOT SHEET 
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ARB YOU GAME ENOUGH? 

PlayStation 2 

1, State of Emergency 

2. Grand Theft Auto III 

3. Maximo: Ghosts to Glory 

4, All-Star Baseball 2003 

5. Max Payne 
. Agent Under Fire 


a 


7. Knockout Kings 2002 
8. Star Wars Racer Revenge 
9. Salt Lake 2002 
10. NBA 2K2 
GameCube 
1. Super Smash Bros. Melee 
2. All-Star Baseball 2003 
3. Pikmin 
4, Sonic Adventure 2 Battle 
5. SSX Tricky 
6. NBA Street 
7. Star Wars Rogue Leader: 
Rogue Squadron II 
8. Super Monkey Ball 
9. Luigi’s Mansion 
10. NBA Courtside 2002 
Xbox 
|. Wreckless: 
The Yakuza Missions 
2. All-Star Baseball 2003 
3. Genma Onimusha 
4, Halo 
5. Jet Set Radio Future 
6. WWF Raw 
7. NBA 2K2 


8. Blood Wake 
9. UFC: Tapout 
10. Project Gotham Racing 


PlayStation 
I. Tony Hawk's Pro Skater 3 


2. Harry Potter and the 
Sorcerer’s Stone 


3. Disney/Pixar’s Monsters, Inc. 
4. Spider-Man 2 Enter: Electro 
5. Syphon Filter 3 


COMING NEXT ISSUE... 


State of Emergency 
Tony Hawk's Pro Skater 3 
Hot Shots Golf 3 


ProStrategy! 
Jet Set 
Radio Future @ 





PlayStation c 


nhastreet.ca.com 


fha.com 





Nov on Nintenclo. GameCube" 











VF4%is revolutionizing the fighting genre 
with ground-breaking graphics, an all-new 
strategic attack and defense system, and a sophisticated training 
mode that enables you to become a champion martial arts warrior. 
Get the ultimate in hand-to-hand combat on a next generation 


gaming system. 


TEEN 
cOMEATaATED SY 


SEGA is registered in the U.S. Patent and Trademark Office. SEGA and Virtua Fighter are registered trademarks of SEGA Corporation. Presented by SEGA © SEGA-AM2 Co. LTD./SEGA CORPORATION, 2001. www.sega.com ‘PlayStation” 
and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. All Rights Reserved. 







Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


o— 


available from the publishers themselves. 
{f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 





